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Coping With COMPUTIST 



Weicfime to COMPUTIST. a publicaiion 
devoted to the berious user of Apple ][ Hnd 
Apple II eompalible computers. Our magazine 

t:oTitams information you are no! likcty to find 
in any of the other major journals dedieatcd to 
ilie Apple mfirkei. 

New readers arc advised to read this page 
carefully to avoid fnistration when attempting 
to follow a soflkey or when entering the 
programs printed in this issue. 

■ What Is A Softkey Anyway? Softkey is 
a term which wc coined to describe a procedure 
that removes, or at least circumvents, any copy- 
pnHcction on a particular disk. Once a softkey 
procedure has been performed, the resulting 
disk can usually he copied by the use; of Apple's 
COPYA program (on the DOS 3.3 System 
Master Disk). 

■ Commands And Controls: In any article 
appearing in COMPUTIST. (.omiiiaiids which 
a reader is required to perform are set apart by 
being in boldface and indented; 

PIW6 



The [ REtOr n] key must be pressed al the end of 
every such command unless otherwise 
specified. 
Control characters are specially boxed; 

6 i3Pl 



Press E. Ne\t. place one finger on lcrRL[ 
and press E. Remember to enter this 
command line by pressing [StTWI 

■ Requirements: C0MPUHS1' programs 
and softkey s require one of the Apple |f series 
of computers and a disk dnve with DUS 33. 
These and other special needs are listed at the 
beginning of the article under ■Requirements". 
M Software RecoTnmendation.s: 

/) Applesoft Program Editor such as Global 
Program Line Editor lOPLE). 

2) Sector Editor such as DiskEdit (from the 
Book of Softkey s vol I) or ZAP from Bag of 
Tricks. 

3) Disk Setirch Utility such as The 
Inspector. The CIA or the CORE Disk 
Seaicher (from the Book of Softkey s vol III). 

4} Assembler such as the S-C Assembler 
from S C software or Merlin/Big Mao. 

5l Bit Copy Program such as Copy ][ Plus, 
Locksmith or The Essentia! Data Duplicator 

6} Text Editor (that produces normal 
sequential text files) such as Applewriter II, 
Magic Window 11 or Screenwriter II. 

COPYA. FID and MUFFIN from the DOS 
3.3 System Master Disk are al.so useful. 

■ Super lOH; This powerful depmtection 
utility (COMPUTlS'l" 32) and its variou.i 
controllers arc used in many softkeys. This 
utility is now available on each Super lOB 
Collecrion disk. 

■ RESET Into The Monitor: Softkeys 
iK,'casionally require the user to stop the 
execution of a copy protected program and 
directly enter the Apple's system monitor. 
Check [he following list to see what hardware 
you will need to obtain this ability. 



Appk' jl PI us Apple lie - Apple vomputibles: 
\) Place an Integer BASIC ROM card in (me 
of the Apple slots. 2) Use a iiori-muskable 
interrupt (NMI) card such as Replay or 
Wildcard. 

Apple }! Plus - Apple co»)palible.'i' I) Install 
an FS ROM with a modi tied RESET vector on 
the computer's motherboard as detailed in the 
"Modified ROM's" article (COMPUTIST 6 
or Book Of Sofikeys UI) or the "Dual ROM's" 
article (COMPUTIST 19). 

Apple lie. - Apple He: Install a modified CD 
ROM on the computer's motherboard. Cutting 
Edge rim. (Box A'M.M Ren Cen Station-HC. 
Detroit. MI 48243) sells a hardware device 
that will give you this important ability but it 
will void an Apple //c warranty. 

■ Keeonintended Literature: The Apple ][ 

Reference Manual and DOS 3 3 manual are 
musts for any serious Apple user. Other helpful 
hooks include: Beiienth Apple DOS, Don Woilii 
and Picicr Ixchncr, Quality Software: Assembly 
l^ingtmge For Tiic Applesoft Programmer . Roy 
Meyers and C.W. binley, Addison Wesley: and 
Witat's WItere In TIte Apple, William Lubcrt. 
Micro Ink. 

■ Keying In Applesoft Programs: BASIC 
programs aie printed in COMPUTIST in a 
format that is designed to minimize errors for 
readers who key in these programs. If you type: 

ieHOME:REMCLEAR SCREEN 
The LIST will look like: 

18 HOME : REM CLEAR SCREEN 

bewiuse Applesoft inserts spaces into a program 
listmg bel:"ore and after every command word 
or mathematical operator. These spaces usually 
don't pose a problem except in line numbers 
which contain REM or DATA commands. 
There are two types of spaces: those that have 
to he keyed and tho.sc that don't Spaces that 
must be keyed in appear in COMPUTiS I' a.s 
delta characters ('). All other spaces are there 
for easier reading. NOTE: If you want yoiir 
checksums (See "Computing Checksums" 
section) to match up. you must oidy key in 
C' ) spaces after DATA siatciiients. 

■ Keying )n Hevdumps: Machine language 
programs are printed in COMPUTIST as both 
.source code and hexdumps Hcxdumps are the 
shortest and easiest format to type m. You must 
first enter the monitor: 

CALL -151 

Key in the hexdiimp exactly as it appears in 
the magazine, ignoring the four-digit checksum 
at the end of each line (a "S" and four digits) 
A beep means you have typed something that 
the monitor didn't understand and must, 
therefore, retype that Itne. 

When finished, return to BASIC with: 

EtW3G 

BSAVE the program with the correct filename, 
addre.ss and length parameters given in the 
article. 

■ Keying In Source (?nde The source code 
is printed to help explain a program's i>pe ration. 
To key it in. you will need the S-C Assembler. 



Without this assembler, you will have to 
translate pieces of the source code into 
.something your a.ssemb)er will understand. A 
table of S-C Assembler directives appears in 
COMPUTIST 17. 

■ Computing Checksums Checksums are 
four-digit hexadecimal numbers which tell if 
you keyed a program exactly as it appcar.s in 
COMPUTIST. There are two types of 
checksums: one created by the CHECKBIN 
program (foi machine language pri>grii(usi and 
the other created by the CHECK-SOET program 
(for BASIC programs). Both appeared in 
COMPUl'lSr I and The Best of Hardcore 
Computing. An update to CHECKSOFT 
appeared in COMPUTIST 18. If the pubhshed 
checksums do not match those created by your 
computer, then you typed the program 
ineorrectly. The line where the nr.sl checksum 
differs has an error. 

■ CHECKSOFT Instructions: 

LOAD filename 
BRUNCHECKSOFT 



Get the checksums with: & |BrTUfiN| and correct 
the program where the checksums differ. 
■ CHECKBIN instrucfions; 

CALL -151 

BLOAD program filename 

Install CHECKBIN at an out of the way place 

BRIJN CMErKniN,A$fi«flfl 

Get the checksums by typing tlie stalling 
address, a period and ending address of the llle 
followed by a QYl [KUTum\ . 

Correct the lines at which the checksums differ 



& 



You have a LEGAL RIGHT 
to an unlocked backup copy 

Our edlt<irtat pdtlcy is that we da fiQT candotit 
sativiarv piiBcy, but we do tieljevc that users are entitled 
to backup commercial dislcs ttiey Iiaue purctiased. In 
addition to the security of b baclcup disk. Itie removal 
of copy- protect Ion gives the us«r tlie option 01 
moditylng programs to meet his or her needs. 

Furthermore, ttie copyrlgtit laws guerantee your 
rlgtitto such a DEPROTECTEO backup copy: 

...■■!i is 11(11 an iiifnngcnicrK for Ik owner of a cop) ol j 
comjHilei program lo raaL' or ijulilurizc IIk making uf aiwthcr 
lopy 01 adaptaihtt of th^l curnpuler jjrogtain proviijcil. 

I ) itsil ?^uu;ti a ntw ivpy or uilaplation i.^ L-reultd as an ewt.'ntijil 
w p in till' iuili?niiiin nf Ik mnipiitrr projrain in I'dnjiinctidn wlih 
a rnac'binc and thai it ti ustJ in n*^ ?i!hcr TMnn*:r. m 

i) that juch new copy or adjipuititm is for iretiivsl jiurpiwcx 
niil> and llial all i!n:liivj] copin arc itcjlruycd in Ihe cvtnil lliiit 

ttmtinuEct pi)%sei«inn [il the ciiirrpLilET pm^TU sliniJd cksbc to 
k rigtiTftil 

Any csact copies prepfttrd in iiccflrdancc wiili the pmvisions 
of this SKtion may tc leased, stitd. at otherwise transferred . ? l<Jng 
w'iih ihe copy froifl' which such copies were prepared, only as pari 
vi tile leii.^e. ^Ic, ui uthci loau^tet trt all rt^lil^ jn tliL* piograiii. 
AjfnjiTQTinns so prepanyl may he trnn^ferrml only wirfi thp 

auihuriauidB of the copyright ownicr." 

Willed Slam Coif liilf 17. yi7 il7 USC 117) 



You asked for it... 



A Disk- Magazine Combo Subscription! 



We now have a combination library disl^ & first-class 
subscription rate to save you even more. With this new CONBO' 
subscription, you wilt receive each monthly issue AI^D its 
corresponding disK for as much as 45% off the individual rate. 

COMBO subscriptions are mailed First Class. AMD, you can UPQRADC to this new oTfer. 



OLD ]VEWS: 

COMPUTlSTs 

annual 
subscription 
rate has 

^E 

Old Rates: 

U.S. Domestic $40 per year 
U.S. First Class $48 per year 
Canada and Mexico $68 per year 
All other foreign $120 per year 



Yes I want lo subficribe. Enclosed are U.S. Funds (drawn on a U.S. bank) 
for a 12 issue subscriprion. 

n New Subscriber G Please renew my subscription 

U U.S. $32 ir U.S. First Ciass/Canada/Mexira $45 D Other Foreign $75 

Combination magazine and coriespondini disk subscriptions; 

n U.S./Canada/Mexict) $100 D Other Foreign $140 

To ttpgrade ymtr mhscripihit to a i-t/iiiha .mhsi'riptitin, U. H, /C(iiiiKl<iJMexii-o xnul $S.iO 
per rcimiiiilnsi Isiue. Olher Fordpi smd $6.50 per remaining issm: 



Niinie^ 



_ID#_ 



Address 



City 



StiiLe 



Zip 



Cmimry _ 

Signature , 



Phone . 



Exp., 



.CP4I 



U.S. Funds drawn on U.S. bank. Subscription will nol cunimcnce until I'uiids aitr 

rc€L-ivi;d. SltJ orders lo: COMPL'TIST PQ Jim 110846-1 Tacoma. WA ^8411 



EXPIRED? 

Keep your subscription 
ALIVE! 



Check your mailing label to see If you need to renew 
your subscription. And if you tliink you might Forget 
whiin iht.' linic arrives, renew riiihi now. Just ust; this 
order blank. Remember, law renewals cannot be back 
dated . 



// you 're moving 

Le-t us know at least 30 days in advance so that you won't miss 
a single is.sue. Just write your new address on the order form above, 
and your old address beiow (or incitide yotir present addiess label). 

■ ksucs missed duo to noii-ret^eipi orChangc-of-Addre.ss tray be at;quired at tiie 
repuiitr back- is.sue rates. Please remember, the Posi Office does not forward third 
class I II nil u id CSS rccjuosted. 

■ COMPUTtST is not responsible tor replacing issues lost while forwarding order 
ii in effect. 



Name 



JD*l_ 



Address 

City 

Country 



State 



Zip 



. Phone . 



W Midwest Computer Camp 

(317)297-2700 




Robotics; graphics 

introduction thm Assembiy ianguage 

Lasers 



• 8 to 18 coed • 1:1 computers/campers 

• 1:4 counselor/campers • 6 hrs/day on computer 

• All popular computers ■ All languages 



Plus all traditional outdoor activities 
including swimming, archery, shooting, 
arts & crafts, team sports, wildlife, hiking, 
nature, astronomy and much more. For 
free brochure contact: 



9392 Lafayette Road, Unit B6, IndianapolisJN 46278 




SS/DD 
5 V4 " 
for use 
with: 

• Apple 

• Commodore 

T Atari 

• Epson 

• TBS-80 



50 

bulk disks 
for only 

^20 



J Sold only in 
sets at 50. 

■ 100% 
guaranteed. 
' reinforced 
hubs. 

Tyvek 
sleeves & 
Write-protect 
tabs included, 



ciM ,»u.,„nM ,M Please scnff me sets (5U disks per set) o( SVi" SS/DD 

Oisk Ofler diskettes. I hnve enclosed S20 PLUSSJ^hlppingft handling fof 

SoftKey PublJEhiTiQ each set and made ehActt<: / money orders payable to SottKey 

P0B(i1tl!8«-T Publishing. 

TlCDina. WAM411 
EncsoiH ±.5 s^l!^J■ 

ping ^ tiarpdlmg for Name \Q# 



oaDJi SCI 

{>[7rnc5tic orders 
amy; pt^ea» .n- 
cludft slrMt ad- 

oeltvofy. 

Waihir^qton state 
waers atltJ r.fl'^ 
fiUJes taK 



Offer good vvfiilc 

supplies IB SI Signature 

E spires 

adiii 30 I as 7 



Name 

Address. 

City 

Country _ 



_Sl»te. 



_Zif>_ 



£**>■. 




Volume III contains these softkeys: Alien Addition | Alien 
Muncliics I Alligaior Mix 1 Computer Preparation SAT | Cui 
And Paste | DeiiioliEion Division | DLM (Dt-vi^lopcmcnt 
L^aming Materials) software | EA (Elevlronis: Art.'i) software | 
Einstein Compiler version 5.3 I Escape From Runj^istan | 
Finafifial Cookbcwk I Flip Out | Hi-Res Computer fioll' 11 | 
Knowarc | LalPak I Last Gladiator f Learning With Leeper | 
Lion's Share | Master Type vl.7 | MathcMagic I MinUi 
Mission | Millionaire | MusifConstriit lion Set | OneOnOnt | 
PFS sort ware | PS (Penguin) SoRware | The Quest i Koeky's 
Boots I Sabotage | SeaUragon | Sensible Speller IV | Snooper 
Troops If I SoftPorn Adventure j Siickybcar scries I Suicide | 
TellStar | Tic Tac Show | Time Is Money | Transylvania | 
Type Attack | Ultima HI Exodus | Zoom Graphics | Breaking 
Locksmith 5.0 Fast Copy | Csaver | The Core Disk Searcher | 
Modified ROMs | The Armoiiitor j 



To order, send SI 2. 95 per copy plus shipping/ hand ling per 
book t$2; domestic $5: foreign}. US funds drawn on US 
bank. In Washington State add 7.M% sales tax. Send 
ehcek/moncy order to: 
COMPUTIST PO Box I 10937-T Tanima. WA 9MI 1 

THIS IS A SPECIAL PRE-PUBLICATION PRICE. 

Ordeni will be shipped approximately March 31. 1987. 

Special Offer expires April !, 1987, 
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This tmyiirti'', twif/v 

GmpitiL.'i from StnUi'^ic Situuluiu/HJi. ' 



'Fifth's ofZilM. 



AddT^&Sft all 3dv^fi|ising mqQiries to COMPUTIST, Advcflisinci 
.Dapartmenl. PO Box nOfllG, Tacoma. WA 96411. Mail 
iTiRnitricriptg or rjjqLif«if.T fnr WriSOf'a Guidaa lo COMPUTIST. PO 
Box 1-I084S-K, Tacoma, WA 9fi411 

Unscjlinltpd mani^firriprs arc aa^urrmd lu bs subrT^iLUnJ fur 
pubNeatton at our ^randafd raies ot pgymenl S^nftKfiy pijnllshing 
purchases all and eKdusive fights. Fo^ more IrTJormaTJon on 
submitting manuS'CnptSH c^nstjH our writer's guide. 

Enure conients copyrlgm 193& by SoflKey Publishing All 
rrghts reservea. Copying done (or olher ;rian personal or iniemai 
reference (without eitpnesa written permission from the pubfisher) 
Is prohibited. 

The edilorfat siati assum^^ m liabiiilv or fespons^pility for tne 
products advertised in Ihe magazfne. Any opinions expr&ssad 
by ihf] Authorr. oro not nocnssarily those of COMPUTIST 
magailne m SottKey Publishing 

COMPUTIST will ruplacK lest issues fo; 60 lidyti fCFlluwing Itie 
publicaiion dain. We canr>Dt be held responfeitjie foi mail lose 
beyond 60 rtaya 

Applt^ usually rvfvm to an Apptf ][ ^ijmpater arxj is a trademark 
of Appte Computers, inc 

SUBSCRIPTIONS; Mates (Tor 12 issues}: US 332, US. Ut 
G3aPi5. Cfinnda A tjlnKicn $4S, FornignS^S. Direul inquines lu: 
COMPUTIST. Subscription Department. PD ftox 110846-!, 
Tocoma WA9fl4ll. 

DOMESTIC DEALEFI RATES? CM i?m 474-5750 tor more 
information 

Change Of Address: PIcasEJ allow '1 wauktir lut ch^]^ <jt 
fldctresa lo lake eltecl On rioatnl fnrm ^76 supply yaur new 
address and your most necfint address label. (S3u05 missed ctue 
10 non-r&c^ipt gt Change 01 adirtress m^^y be acquired at the 
rcgulai^ bacK i^sas m\ii. 



Pub1isher/n<ll:ror: Chorlcs R Hitigl^i Managing P.dltor: Ray Durmh 

TtchnlL-^il Edil<>r: RiTbcn Krujwtth (Jiitulatkpit; Dulnl^n.' Hi'ilvAjy 
AdvertismR; \2%} 474-^^50 Prlnihm: Vitluii Graphic^ Ink:,. Scunk', ^'^ 

COHP.UTISt ih putili^lifJ mimthli b^ SLfflKtj Public y. ^23^ H. Wu^hiriiiion. Uam.A. wa 4^404 

Phont: L30&r4i-»-S750 



/^ The Periodic Table 

by Aiiiirei^y Cciri 

J4 Gemstone Warrior 

/;v' Red Williams 

27 Inferno 

by Charles S. Taylor 

Bs Frogger 

by M. M. McFadikn 



/^ A two drive patch for Winter Games 

Are you lircd of always flipping the disk over wiih Winter Games',' This article tells yuu 
how to beat Epyx al their own game, by Robert Muir 

JB Customizing the speed of a Duodisk 

This is an expansion of William Wingtleld Jr.'s article which .shows you huw Uj easily and 
accurately adjust the speed of your duodisk. by Andrew Carr 

^6 Roll the presses part two: Printshop Printer Drivers 

Do you have a printer not suppwrted by Prmtshop? Or, tiiaybe you just want to know more 
about the inner workings of this program. If .so. this anicJe is for you. by Jeny Lewis 



20 The games of 1986 in review 

This month, wc look at the first half of the adveiitmc games of 1986. In Jujf /lurllmri 

4 Input 

7 Readers' Softkey S Copy Exchange 

Scholastic's Story Maker by Edward Huuff, Code wn Let's Adventure Writer 
by Jiif S. Hon, Highlands" Mttnimy's Curise hv Tim Siivdt'r. DatasotVs Zaxxon 
by Marc Batdielor. The Quest by Gregory Moore. Act iv is ion's Pitfall 11 and H.E.R.O, 
bv Jim S. Hart 



Please address letters to: 

COMPUTIST 

Editorial Department 

PO Box 1 1 0846-K 

Tacoma, WA 9841 1 



Include your name, address and 
phone number. 

Correspondence appearing in the 
INPUT section may be edited for 
clarity and space requirements. In 
addition, because of the great 
number of letters that we receive and 
the small size of our staff, a response 
to each letter is not guaranteed. 

Our technical staff is available for 
phone calls between 1:30 pm and 
4:30 pm (PST) on Tuesdays and 
Thursdays only. 

Opinions expressed are not 
necessarily those of COMPUTIST or 
SoftKey Publishing. 



Cutting Edge Enterprises 

Anounces Version 3.0 of its 

Senior PROM 

Cutting Edge Enterprises, a Detroit-based 
producer of software and hardware products for 
the Appie // series of computers, announced the 
release of Ver.sion 3.0 of it.s utility, 
programming and deprotection aid the Senior 
PROM. The Senior PROM is a set of utilities 
in ROM that are undetectable by any program, 
yet instantly available for examining memory 
disks, and for writing and debugging programs. 
Since the Senior PROM is in ROM, it Is always 
available without having to load it from diskette 
first. 

The new release of the Senior PROM is 
easier to use. with consistent methods of 
movement between features within the Senior 
PROM. Other new features include an 
improved Sector Editor that provides a visual 
indication of exactly what byie is being edited, 
new memory /disk search and find feamres that 
are more efficient and user-friendly, a screen- 
to-printer function that is available from any 
point in the Sector Editor, a new laminated 
keyboard function strip and new documentation 
reflecting all version 3,0 changes. 



Other features the Senior PROM has 
maintained in the new release include die abUity 
to enter the Monitor from any program, a 
complete Sector Editor with its own operating 
system, and a "Switcher" program diat allows 
the user lo keep two 64K programs in memory 
and switch between diem in a matter of seconds. 
Also, the abilit}' to interrupt a program, view, 
edit or modify it, and then restart it is featured. 
In addition, the program may he saved to a 
normal DOS disk and later restarted in another 
Apple computer. Also Included are many 
Assembly language utilities such as an 
Assembler, Step and Trace functions, and disk 
copy and format utilities. 

User support and orders are available at 
3 1 7-743^04 1 , or via modem at 3 1 3-349-2954 
(300 and 1200 baud. 24 hours a day). Also, 
Cutting Edge Enterprises is continuing to 
provide a low profile Senior PROM for users 
with long peripheral cards in slot six or seven. 
The Senior PROM is available for the Apple 
//e and //c, and can be obtained from Cutting 
Edge Enterprises (43234 Ren Cen Station, 
Detroit, MI 48243) for $79.95. Purchasers of 
earlier versions can upgrade to the new release 
for the nominal fee of $10,00. 

Mr. Clay Hanrell 

Cutting Edge Enterprises 

43234 Ren Cen Station 

Detroit, MI 48243 



Senior PROM Rebuttal 

After reading your review of the Senior 
PROM in COMPUTIST No. 35, I have a 
couple of imponant comments to make as a 
Senior PROM owner. 

The first is in regards to "ease of use". 
When 1 first purchased my Senior PROM about 
a year ago, I knew very little about Assembly 
language (or anything else for that matter) on 
the Apple. I found die Senior PROM very 
useful and easy to use without knowing 
Assembly language. About two mondis after 
purchasing die Senior PROM, die latest version 
(2,0) became available and 1 upgraded for a 
very reasonable $10. I found this version 
offered many more enhancements, and was 
even easier to use. With it, I have been able 
to backup most of my software library without 
having to know Assembly language. 

In your review, you failed to mention many 
useful deprotection feamres of the Senior 
PROM, Aside from the regular features, one 
"feature" the Senior PROM has provided me 
is incentive. Since purchasing the Senior 



PROM, 1 have found it gave me incentive to 
explore my Apple and learn more about it. In 
the last two months I have started to leam 
Assembly language, and 1 have officially 
cracked my first program unassisted (opposed 
to using the push bunon Senior PROM backup)! 
I feel the Senior PROM was die incentive that 
got me staned. It made digging into my Apple 
lie. much easier, and provided me with the tools 
I needed to start learning. Now that I'm an 
"experienced" Apple user, I still find the 
Senior PROM extremely useful and 
educational. 

In your review you failed to mention the NMI 
deprotection feamres of the Senior PROM. One 
such feature i use a lot is die disassemble at the 
program's running address, I find diis feature 
extremely useful to find exactly where in 
memory a program is running at any moment. 
Also the ability to disassembly volatile memory 
(such as text page 1) is very useful. 

Finally, 1 noticed in your review was 
regarding the height of the Senior PROM, 
Shortly after purchasing die Senior PROM, 1 
bought a Cider Hard Disk for my Apple. Upon 
installation of the Cider controller card in slot 
7, 1 tbund die Senior PROM interfered wldi the 
long Cider card. After contacting Cutting Edge 
Enterprises about this, they instracted me to 
remm my Senior PROM for a "low profile" 
veraion (along widi $ 10.00), In less dian a week 
I received my new Low Profile Senior PROM, 
which no longer interfered with my long Cider 
card in slot 7. 

In closing, I have found the Senior PROM 
to be extremely useful and easy to use. Also, 
Cutting Edge Enterprises has been a very 
personal company, which has provided me with 
great support, and inexpensive products and 
upgrades, 

Sean Barger 
Boonton, NJ 

Mr Barger: Plecixe see our uptime on the Senior 
PROM appearing on page 1 4 of this magazine. 



Enhancing Infocom Text Reader 



I found the article by George and John 
Bigelow of great interest and offer die enclosed 
additions to their program. The additions consist 
of two parts. 

Part one is line 1 55 and lines 620-830. These 
lines expand the known abbreviations before 
printing a line on the Printer (the screen format 
is unchanged). The price you pay for the 
expanded output is a much slower printing time 
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(28 seconds for die original, and approximately 
180 seconds for the modified version). 

Pan iwo consists of line 840 on. These lines 
contain tlie actual abbreviations, found as 
explained in the article tsorry that I can't give 
you a quick way of finding them). Line R50 tells 
the program how many abbreviations follow. 

The effect of this patch is that two lines from 
H]tt;hhiker that look like: 

M? VUCCHHHgO ; <=<J J ERKED ; <F<B$ENSES ; BY ; < ; R 

EALISATI = l<Co<JLICK!NG;<;LIMIKG:<DA:WHA 

become: 

MTYUCCHHH! ;VOU ARE JERKED TO YOUR SENSE 
S BV THE REALIZATION THAT YOU ARE LICK IN 
G THE LINING OF A WHA 

which makes much more sense. 
Keep up the good work. 



Pari One 



HON 



155 READ N : DIHA$(N ) ,BS(N) : FOR I 
.READASd ) ,BS(I ) . NEXT : REM 
READ ABBREVIATIONS 

620 IF AS <> "Y" AND A$ < > >" AND A$ <> "N" 
AND AS <> "r" THEN ^AB 22 : PRINT : GOTO 
610 

e30VTAB22 ; PRINT : VTAB 24 : PRINT 



"WORKING... 



A. i, i. A. A . 



" ; : VTABl : REM 17 SPACES 
640 PR# 1 : FfilNTCHRJ (9) "a0N" : REM 

DISABLE VIDEO ECHO 
650 FOR Y= 2 TO 23 
660 FOR X = 1 TO 40 
670 VTAB y ; HTAB X 
5a0XY = SCRN(X-l ,2 * (Y- 1 ) ) + 15 * 

SCRN( X-1 ,2 * (Y - 1 ) t 1 ) 
690 B? = B$ + CHR$ (XY - 128 ) 
700 NEXT X 
710 FOR I = 1T0L£N(BS) :OS = MID$ (B$ ,1 ,2 

) :K = 
720 IF PEEK ( -1536B } > 123 THEN CJ = "" :BI = 

"■* : POKE- 16358 ,0 : GOTO 800 
730 IF LEFT! (DS .1 ) > "'«" THEN DS = LEFTt (DS 

, 1 ) : GOTO 750 
740FORJ=1TON ; IFDJ = AI(J ) THEN K = J :J 

= N ;l = I +1 
750 NEXT J :DI = LEFT$ (D$ ,1 ) : IFK<>0 

THEND$ = B}{lt) *"" " 
760 CS = GS + DS ; NEXT I 
770 VTABl : HTAB 1 : PR I NT CI 
780 IF AS - "Y" OR AS - "y" THEN PRINT 
790 B$= '■" :C$="" ; NEXT 
800 VTABl ; PRINT 

ei0PRfl0 

S20 VTAB 24 : HTAB 1 : PRINT "PRESS' A' KEY" 

TO" CONTINUE-" ; ;GETA$ 
830 GOTO 170 



Infocom Text Reader Modification 
Part Two 

(Abbreviations for Hitchhiker given) 

840 REM ABBREVIATIONS FOR HITCHHIKER 
850 DATA 113 : REM 

NUMBER OF ABBREVIATIONS KNOWN 
S60 DATA ■■<;■' , "THE" , "<.<" , "." , "<=" , 

"YOU" , •■<>" . "YOU" , "<?" , "AND" 
870 DATA "<®" , "?TtiE" , "<A" , "." , "<B" , 

"YOUR" , "<Z" , "THAT" , "<D" , "OF" 
880 DATA "<E" , "IS" , "<F" , "TO" , "<G" . 

"CAN'T" , "<W' , "WITH" , "<!" . "HAVE" 
890 DATA "<J" . "ARE" , "<K" , "FROM" , "<L" . 

"ABOUT" . "<M" , "IN" , "<N" , "FOR" 
900DATA"<O" , "?THERE" , "<P" , "WHICH" . 

"^0" , "ALREADY" , "<:R" , "THIS" , "<S" , 

"SOMETHING" 
910 DATA "^T" , "111" . "<U" , "THROUGH" , 

"<V" , "'THIS" , "<W" , "NOTHING" , "<X" 

, "'PROSSER" 
920 DATA "<Y" , "?IT'S" , "<Z" , "TFORD" . 

"=;" . "DON'T" . "=<" , "?ARTHUR" , "==" 

, "TTHERE'S" 
930 DATA "=>" , "AROUND" , "=?" , "'YOU'RE" . 

"=®" . "7BEAST" , "=A" , "INTO" , "=B" , 

"LIKE" 
940 DATA "=C" , "IT" , "=D" , "DOESN'T" , "=E" 

, "?F00TNOTE" . "=F" , "BUT" , "=G" . 

"YOU'RE" 
950 DATA "=H" , "SMALL" . "=1" , "ON" . "=J" , 

"WILL" , "=K" , "JUST" , "=L" , "BECAUSE" 
960 DATA "=M" , "SEE" , "=N" , "HAS" , "-0" , 

"NOT" , "=P" , "SEEMS" . "=Q" , "IT'S" 
970 DATA "=R" , "? IMPROBABILITY" , "=S" . 

"TOWARD" , "=T" , "YOU'VE" . "=U" , 

"WHAT" "=V" "SAYS" 
980 DATA "=W''' , "AT" , "=X" . "HERE" . "=Y" . 

"VERY" , "=Z" , "LOOKS" , ">:" . 

"PROBABLY" 
990 DATA "><" , "YOU" . ">=" , "CAN" , "»" , 



"ALL" 



"OUT" 



">ffl" , "ANYTHING" 



1000 DATA ">A" , "THINK" , "?B" , "CLOSED" , 

">C" , ■' ISN'T" , ">D" , "HIS" , ">£" . 
,.,|„ 

1010 DATA ">F" , "DOWN" , ">G" , "WOULD" , 

">H" , "THEIR" , ">l" , "LARGE" , ">J" , 

"FRONT" 
1020 DATA ">K" . "?I'M" , ">L" , 

"?UNFORTUNATELY" , ">H" , "BE" , ■'>N" , 

"LITTLE" , ">0" , "?ARTHUR" 
1030 DATA ">P" ,EVEN",">Q"," ?HE"," >R " , " 

SOME",">S"/' ?FORD".">T"." HOLDING 



i DATA "^U" , "BETWEEN" , ">V" . 

"ANYTHING" , ">W" , "ACROSS" , ">X" 

"GOING" , ">Y" , "CURRENT" 
1050 DATA ">Z" , "SOMETHING" 
1060 DATA "aM" , "." , "sO" , "I" , "aP- , 

, "SS" , , "M" , "-" , "©X" , "; 

"®Y" . "(" , "#Z" , ")" 



1070 DATA "@D" , "1" , "@E" , "2" , "@F" , "3" 
, "SC" . "4" , "SH" . "5" , "§i" , "6" , 
"@J" , "7" , "@K" , "8" , "®L" , "9" 

Infocom Text Reader Modification 
Part Two 

(Abbreviations for Zork II given) 

340 REM ABBREVIATIONS FOR ZORK II 
850 DATA 34 : REM 

NUMBER OF ABBREVIATIONS KNOWN 
a50DATA"<:" . "THE" , "«" , "=THE" , "<=" , 

"=YOU" , "<>" , "AND" , W , "=THERE" 
870 DATA "c®" , "IS" , "<A" , "YOU" , "<S" , 

"OF" , "<C" , "TO" , "<D" , "CAN'T" 
880 DATA "<E" , "WITH" , "<F" , "ARE" , "<G" ,. 

"=THI3" , "<H" . "YOUR" , "<l" . "FROM" 
890 DATA "< J" , "ROOM" , "<K" , "=H IZARD" , 

"<L" , "TTIAT" . "<M" , "IN." <N"." WHICH 

900 DATA "<0" . "NAVE" "<P" . "LARGE" , "<0" 
, "INTO" , "<R" , "SEEMS" , "<S" , "THIS" 

910 DATA "<T" . "SMALL" , "<U" . "BUT" . "<;V" 
, "HFRE" . "<«" , "APPEARS" , "<X" , 
"THROUGH" 

920 DATA "<Y" , "DRAGON" . "<Z" , "=IT" , ">S" 



">M" 



Kevin Saitorelli 
Parkdale, New Zealand 



Karate Champ 



First, let rne congraiulate you people on a 
great magazine. Second let me inforni your 
readers on a way to back-up Karate Champ by 
Data East, which in my opinion is a 
HORRIBLE game and should not be purchased 
by tlie genera] public. My reason being if people 
don't buy a second or third rate program then 
it will force the software developer to produce 
not just better games but better programs in 
general. Don't get me wrong, I am not trying 
to be mean or anything, i'm just tired of seeing 
people gel ripped off, and, for those few 
unfortunate souls who have this program, here 
is a simple piocedure for backing it up. Copy 
the program with Copy Hi 's sector copier 
changing parameter number 60 to 00, ^ A to M 
and 5B to 00. After copying, use the sector 
editor, being sure to patch the DOS by pushing 
the P button. Now read track 0, sector 5 
changing byte OA to 18, and byte ©B to 60, 
disabling the nibble count. 1 am currently 
working on a way to crack this, and it will he 
in the mail soon, 

Jamie Ortega 
Austin, Texas 



COMPUnST No. 41 




ProDOS on a Franklin & Mr. Do 

Unlimited men on Mr. Do: Use your sector 
editor, searcli tlie whole disk for C6 BA 10, 
on mme it was at track 22, sector 3. Change 
it to 4C E9 ID, Great for practice on those 
higher levels, but be careful not to win too many 
extra men. When the side fills up the gruphiLs 
go! 

To run ANY ProDOS on a Franklin, using 
a sector editor, read track J 1 , Sector $9 address 
$5B & $5C. If Oiey are DO 03 change to EA 
EA. li'not, search for 69 OB Dfl03 and change 
D0 03 to EA EA. 

Gene Easley 
Nnrwalk, CA 



Hfllley Modification 

In COMPIJTIST No. 28 there is a softkey 

for die Halley Project by Mindscape. It does 

not work. But with slight modification to the 

controller it will work perfectly. All 1 did is 

modify it so it would disable DOS's error 

checking at SB942. Here is my softkcy. 

Mindscape Inc. 

3444 Dundee Rd 

Nonhbrook, !L 60062 

Requirements; 

Super lOB 
A Blank disk 

Step by Step 

1) Install the controller into Super lOB. 

2) Copy side A. 

3) Hnjoy your deprotected version of the Halley 
Project. 

controUer 

1000 REM HALLEY PROJECT CONTROLLER 

1010 TK = :LT = 35 :CD = HR :MB= 151 

1011 POKE 47426 ,24 : GOSUB 490 ; GOSUB 610 : 
IFTK = 0THENeOSUB310 

1012 POKE 4?426 , 52 ; GOSUB 490 : GOSUS 610 : 
IF PEEK [TRK) =LTTHEN 1050 

1020 ST = :T1 = TK : GOSUB 490 : RESTORE : 
GOSUB 190 : GOSUB 210 : fiOSUB 170 

1030 GOSUB 430 ; GOSUB 100 : ST = ST 4- 1 : IF ST 
< 15 THEN 1030 

1040 I FBF THEN 1060 

W50 ST = ;TK = TK 1 1 : I F TK < LT THEN 1030 



1060GOSUB 310 : GOSUB 230 :TK=T1 :ST=0 .GOSUB 

490 
1070 GOSUB 430 : GOSUB 100 : ST = ST + 1 : I F ST <: 

16 THEN 1370 
1080ST = 0,TK = TK + 1; IFBF-0 ANDTK< LTTHEN 

1070 
1090 IFTK<LTTHEtJ 1020 
1100 HOME :AS= "ALL' DONE" ; GOSUB 450 ; END 
5000OATA213 ,170 .150 ,213 ,170 ,173 ,255 .255 

,255 .255 
5010 DATA 1' CHANGES 
5020 DATA 17 ,0 ,154 ,29 

Note; It wdl copy to track 7 then restart. It takes 
a long time for llie copy process. 

Jason Rosenwald 
San Bemadino, CA 



Sunburst's Science Series 



I have found several useful softkey articles 
in your magazine. I am in education and as 
many readers State: "smdents rarely can share 
one program without damaging it just as they 
damage textbooks. ' ' Textbooks can still be used 
with torn covers and missing pages. Software 
obviously can not take the abuse textboks can 
and still be useftil. A textbook should have a 
useful life of dtrcc to five years. Most of the 
time software does not make it through one 
year. 

The administrators and other supervisors 
don't think of software as they do textbooks. 
I can very easily request a class set of M-5VI 
texts and have no problems with getting diem. 
If I were to do the same with a piece of 
software, everyone of my supervisors would 
disapprove it. They, for the most pan, place 
software with filmK and records where only one 
copy is needed per school. After all, software 
programs are not intended to teach, but rather 
be used as em'ichnienl. 

Textbooks because of today's budget 
procedures are much easier to replace and 
purchase than software. This makes it very 
important to have a backup copy of the software 
used in classrooms. 

Here is a softkey for 1985 programs for 
Sunburst's science series such as The Incredible 
Laboratory. 

1) Boot the original disk until die main menu 
appears. Drop into the monitor by your favorite 
means. 

2) Move The Incredible Laboratory RWTS to 
a safe place, 

19»fl<n8e«.BFFFM 



3) Insert a slave disk and reboot. 

4) Save the RWTS to your Super lOB disk, " 

BSAVE 
KWTS.Lahoratrtry,A$19M,L8(MI 

5) Install the Swap Controller (COMPIJTIST 
No. 22) into Super lOB and set il to load 
■'RWTS.Laboratory,A$1900" in line ITOIO 
and copy the master disk. The same RWTS 
loutiue can be used for all programs through 
1985. The 1986 programs can not be copied 
with the Swap Controller. 

6) Catalog the copy from Swap Controller and 
determine what the "Hello" program is. If you 
can't decide go through the menu typing RUN 
for each file until it loads. If the disk hangs 
while you are doing this simply load a normal 
disk and catalog again. The Incredible 
Laboratory was easy the "Hello" program was 
called "Logo' ' but it isn't for some of ttic others 
in this scries, 

7) Use the System Master disk and BRUN 
MASTER CREATE. Use die name from the 
"Hello" program in step 6 as your new 
"Hello" and follow die prompts. The "Hello" 
for The Incredible Laboratory is "Logo'. 

That's all there is to it. You can now use 
COPYA or Super lOB Fast Copy to copy the 
softkey ed disk. Mo more worry about students 
using die master for a book marker or whatever 
else. 

One publisher recently replaced one of our 
damaged disks for no charge but we did have 
to wait five weeks for it. So if you don't mind 
the wait, some publishers are sympathetic. 

Thanks for a great magazine. 

Wyiiii Pickelsimer 
Casseiberry, Florida 
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Edward Hauff's softhey for.,. 



Story Maker 
(64K & 128K) 



Siory Maker. 

Track Sector 0: 
Byte Frgm To 



Scthnlastir., Inc.. 

Requirement*;: 

Apple ]l or clone 
COPYA 

Sector Editor 
2 blank disks 
Story Maker 64K or 128K 

Story Maker seems to l>e, in my opinion, a 
jxmr attempt at producing a program to be equal 
to Story Machine by Spinnaker. Even tliough 
I don't like this panicular program, I was asked 
to try to make a COPYA version for a friend 
who is an unffirtunatc owner. Upon booting, 
I found that this program is in ProDOS and I 
wasn't too sure how to go about cracking it 
bct;au!>e my knowledge of PrtiDOS is quite 
limited. I did know that Apple retained the same 
seelor format for ProDOS that they used for 
DOS 3.3. After examination of die disk with 
a nibble viewer utility (I used DiskView from 
Hardcoit Computing #2,1 found that only the 
epilog bytes in the address and data fields had 
been altered from standard foraiai. With this 
in mind, I knew COPYA could copy the disk 
if it was modified to ignore errors, but now the 
boot would no read the disk at it would be 
looking for the changed epilog inarks which had 
been fixed to standard format by Uie modified 
COPYA. The next .step was to compare the 
ProDOS 1.0.1 to the ProDOS 1.0.1 on my 
User'.'; Disk. To my surprise, when I compared 
track 0, sector 0, there were only four bytes 
which were different, and other sectors I 
checked matched my User's Disk perfectly. I 
immediately made the four modifications to 
sector and found that I had a functional 
COPYA version of Story Maker. 

Here it is in cookbook form. This metiiod 
will work for both the 64K and 128K versions 
of Story Maker. 

1) INlTialize both sides of a blank disk. 

2) RUN COPYA and bn:ak out of it with ^S . 

3) Delete line 70 to avoid formatting the disk 
and modify DOS to ignore errors (the decimal 
version of B942:I8). 

POKE 4742fi,24 
RUN 

4) Copy both sides of Story Maker. 

5) Now either copy track 0, sector of a 
ProDOS disk, or just make the following four 
sector edits to the program side of the copied 



$00 
$01 

$06 



$04 

$18 
$00 



$01 
$38 

$32 
Ml 



Be sure to write the sector back out. No 
modification.^ are needed for the picture disk. 
Have fun. _, 

s 

Jim S. Hart's softkey for... 



Adventure Writer 



Codewnter Corporation 

Requirements; 

Adventure Writer original 

A blank disk 

A fast DOS (optional) 

A file copy program 

A dislike for copy protection 

Adventure Writer is a program that allows 
you to compose your own advenmre games 
(hence the name), I am an adventure game nut, 
with the Ultima series being my favorite, so 
when I bought Adventure Writer, I went about 
seeing what the program could do. I was not 
disappointed with it except that it was copy 
protected. Since I dislike copy proteaion except 
tor the fact that it was teaching me assembly 
language. I went about relieving that one 
problem. The eooktrook instrucfions are at the 
end of the softkey, but if you are interested on 
how the protection was circumvented, read 
on.,. 

The first diing I checked out was to see where 
data might be stored on the disk. Using HDD's 
"Analyse Original Disk" function showed that 
there was no data on track S23 and that whole 
tracks were probably being used. The next thing 
to check was that the disk's formatting was 
normal. A random sampling of tracks with 
Copy II Pius' nibble editor revealed that the disk 
was written in a normal format. Since the 
format was normal I took a chance that the disk 
could be CATALOGed, Sure enough, 1 was 
right, 

I then used Locksmith's fast copy program 
to make a test copy to work with. All was fine 
until the copier reached track S04, sectors 0-i . 
It showed these sectors as not being normal 
while the rest of the disk was. Hmmm. .. could 
it be that these two sectors had something to 
do with the copy protection'.' Ignoring this for 



the moment, I tried boofing up die copied disk. 
Alt seemed okay and ii arrived at the main menu 
all right. Each menu it*;iii chosen worked fine 
with the exception of the "Run Adventure 
Writer" option. 

After choosing this option, the disk drive 
came on, did some disk activity, and then 
printed garbage on the text screen and died. 
"Aha,-.", I thought, "those two sectors must 
have been important. " I then followed the boot 
process in regard to what fikii were run iti what 
order so that the guilty file could be found. The 
bootprogam, "AW". BLOADs "AW.OBJ" 
and the displays die menu. If die "Run 
Adventure Writer' ' option is chosen, a CALL 
24')76 is executed, which does a MAXFILES 
1 Ihen BLOADs die binary files "DBASE", 
"TABLE", "EDITOR", and 

"INTERPRETER" (look at an ASCII dump of 
the file "AW. OBI" to see how I found these 
file names). The nest thing it does is call a 
subroutine at $4W1. This is where the 
"DBASE" file was BLOADed in. At $4001 
there is a luMP to $454C. Success! Looking 
around $454C you notice references to memory 
locations $C0E8-SC0EF (direct use of the disk 
drive in slot G). This must be where the 
protection is lurking around. 

After some inspection, I detennined that the 
protecrion code starts at address $45 7B and 
lingers on for about 30 bytes or so. Should I 
take out the call to the routine or satisfy it so 
that it tiiinks that eveiything was okay? The 
second option was the one 1 chose. At $4584, 
the code checks to see if what was read from 
those two odd sectors matches a table loaded 
at $4641 . If tlie result checks out (result -^ zero) 
then everything is okay and the program 
proceeds. Well, I figured that the easiest way 
to fix this was to make sure that every byte 
matched up and gave a result of zero. I replaced 
the comparison instruction at $4584 (CMP 
$464 1,X) with a LoaD Accumulator with zero 
(LDA #$00) instruction followed by a NOP. 
The code will now think that every comparison 
was equal and go about its merry way. The 
protection scheme is history! 

Step by Step 

1) TNTTialize the blank disk, preferably with 
a fast DOS. Use tlie file name "AW". 

2) Copy the Fdes from the original disk to the 
newly INITializ.ed disk. 

3) I^ad up DOS and get into BASIC. 

4) Put in the copy disk and load in the file with 
the protection in it: 

BLOAD DBASE, A$4e«e 

5) Enter the monitor via CALL -151. 

6) Replace the CMP instrucdon with LDA #$00 
followed by a NOP. 

45S4:A9 M EA 
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7) Save the file back to' Uie disk: 

BSAVE DBASE, AS48ee, L$64A 

That's itl You new have a deprotected copy 
of Adventure Writer. I hope the techniques I 
used can help out other folks who are trying 
to deprotect their originals also. 

Tim Snyder's softkey for. , . 



Mummy's Curse 



Highland.'; Computers, Inc. 

14422 S.E. I32nd 

Renton, WA 98056 

Requirements: 

48K 

Super lOB 

Swap Controller 

A blaok disk 

A 48K slave disk with no hello program 

Mummy's Curse is a hi-res adventure with 
color graphics. The object of the adventure is 
to find the solid gold burial mask and return 
it to the starting point. ThI.s process involves 
fintiing and using three amulets, some 
woodwork, and waving of a scepter. Mummy's 
Curse will hold youi interest because of its save 
game feature. It is suitable for the beginning 
to ititeruiediate adventurer. 

Mummy's Curse is easily deprotected with 
the use of Super lOB and its swap controller. 
The Depro lection: 

1) INITialize ^ blank disk with a normal or fast 
DOS using the filename "MUMMY." 

LNIT MUMMY 

2) Boot the original Mummy's Curse disk and 
let the program load until y ou se e the Applesoft 
prompt. At this point hit E3CI and hold it. 

While holding BC[ you will see a series of 
three SYNTAX ERKOR messages followed by 
FILE NOT FOUND, You wUl gel the 
Applesoft prompt here. 

3) Now type 

CATALOG 

You may gel a SYNTAX ERROR the first 
time due to some leftover ^C) s. 

4) Enter the monitor and move the protected 
RWTS to a safe place: 

CALL -151 
19ee<B8efl.BFFEM 



5) Insert your slave disk with no hello program 
and reboot by typing 

Cm9G 

6) At the Applesoft prompt, save the RWTS 
cither to the slave disk or a Super lOR disk with 
your Swap controller, 

BSAVE MUM.RWT8,A$!9»fl,L$8e0 

7) Install the Swap controller into Super lOB 
and change line 1WJ0, 



Iftflie PRINT CHRS{4) ' 
MUM.RWTS,A$19»B' 



BLOAD 



(Make sure the RWTS is on the same disk with 
Super lOB). 1 usually have a copy of Super !0B 
with the Swup conlrollcr already installed 
handy. Then all 1 have to do is change line 
10010 to load in the foreign RWTS, 

8> Run Super lOB and copy tracks S3-$22 to 
the disk you INITiali/,ed in step 1 1 (make sure 
the controller is set to start at track S3 in order 
to skip the DOS image). 

tf) Boot DOS ^..T again and create a new boot 
program for the copied version of Mummy's 
Curse. 

FP 

1« PRINT CHR$(4)"EXEC IIELLO" 

SAVE MUMMY 

(Save it to your new COPYA version of 
Mummy's Curse). The Mummy's Curse Is now 
completely deprotected and is COPYAablc, 



Marc Batchetor's softkey for. 



i 



Zaxxon 



Kequirements: 

Apple ][ series or clone 

COPYA from DOS 3.3 System Ma.ster 

A sector editor 

A blank disk 

When I recieved Zaxxon as a birthday 
present, I thought, ' 'Great, 1 know that I can 
back it up if 1 just refer to all my back issues 
of (Hardcore) COMPUTIST, " 1 then realized 
that I didn't have issue No. 7 in which the 
original softkey appeared, bul I did have issue 
No, 10 in which a correction for the softkey 
was presented. While No. 10 did have all the 
sector edits, it did not provide how to first make 
a DOS-format copy. 

No problem, 1 just flipped through to issue 
No, 17, and found a Super lOB controller for 
Zaxxon, 1 then loaded in Super 10 B, typed in 
the controller, and ran liie program without a 



hitch. The moral: never throw away vour old 
issues of COMPUTIST. 

However, there was one slight drawback. 
The disk wouldn't boot. So. 1 loaded up my 
trusty old sectoi editor und read in track sector 
4 (altered in earlier Zaxxon softkeys), I felt 
pretty certain that this sector was not the 
problem, so 1 looked at track sector 7 (another 
key sector). This is where tlie nibble count was 
supposed to be located, Unfonunately, it 
seemed that it was in a different place, as the 
disk wouldn't boot. So, 1 tried a different 
approach. I booted my DOS 3.3 system master 
and ran COPYA. 1 broke out of the program 
and typed 



7» POKE 778, 24 
POKE 47426, 24 



POKE 863, 24 



and ran the program again. It copied without 
a hitch. I then booted up my trusty old sector 
editor and read in track ffl. sector 4 again. I went 
to byte 54F of that sector and told tlie program 
to look for a marker of SDE instead of %CC 
on the disk, and wrote it back out. 

Next I disassembled track sector 7 and 
found an instruction to read a byte off the disk 
(LDA $C08C,X). 1 followed the logic all the 
way down lo byte $78, where there was a JuMP 
to $fll9A (the stack area!) followed by a RTS. 
I figured that tliis must be the place for the 
nibble count, so I tried the Brute Force method. 
For the benefit of those readers who don't 
know, it is really quite simple. It consists of 
replacing the nibble count routine completely 
with No-OPeration (SEA or NOP) instnictions, 
sort of like disabling u line of BASIC with a 
REM. What this method lacks in finesse, it 
makes up for in effeclivesiess. So, I started lirom 
byte $22, and I NOPed the locations up to and 
including byte S77. I then booted up my copy 
and it worked perfectly. 

Al! Together Now.., 

1) RUN COPYA from the DOS 3.3 System 
Master and break out witli ElQ . 

2) Replace line 70 with 



78 POKE 778,24: 
POKE 47426,24 



POKE 863,24: 



and restart the program with RUN, 

3) Boot up your sector editor and make the 
following changes: 

Track Sector Bytfl From To 

4 $4F $CC $DE 

7 $22-$77 ,,, at) SEA 

Write the sectors back to the disk, and enjoy. 
If your Zaxxon is different, and none of the 
softkeys in past issues have helped, read in track 
sector 7 and look for die pattern BD 8C C0 
(LDA $C08C,X). From there change 
everything to $EA until you find a JuMP 
instruction. That should work. 



s 



COMPUTIST No. 41 



readers' sofftkey & copy exchange 



Gregory Moore's softkey for.. 



The Quest 



Lastly, here is a list of some of the changes 
youcanmaketoDOSandCOPY.OBJtomake 
COPY A perform miracles. 



RequiremeDts: 

COPYA 
Sector Editor 

For seome reason, T found the softkey in 
COMPUTIST No. 13 would not work for my 
disk. Also, while Super lOB controllers are 
very useful, I find that using a modified 
COPYA i.s frequently just as effective. 

A brief disk investigation with a nibble editor 
showed diat the address and data epilogues were 
altered from die usual DE AA to DA AA. Also, 
on every other track, the address header had 
been altered from D5 AA % to D4 AA 96. 

Here are the steps I used to unlock The 
Que.st. 

1) Start up the COPYA program. 
RUN COPYA 

2) After the disk stops spinning, hit BCI to 
halt the program. Next, remove line 7C so 
COPYA won't re-ioad COPY. OBJ. 

7« 

3) Enter the monitor. 
CALL -151 

4) Make the foOowing changes to DOS 

B954:29 W 
B993:0ft 
B925:1S 60 

The first modification makes DOS ignore the 
first byte of the address header. The second one 
makes DOS ignore the first byte of the address 
epilogue and the last one tells DOS to ignore 
the data epilogue. 

5) Re-eiitej- BASIC and start up the COPYA 
program. 

Ian 

RUN 

6) After COPYA h tlnished, make the 
following changes to the copied disk with a 
sector editor: 



Track 


Sector 


Byte 


From 


To 


503 


$03 


S35 


$DA 


IDE 


%m 


S03 


591 


IDA 


SOE 


m 


$03 


S54 


$4A 


IC9 


$00 


$03 


$55 


$49 


SQ5 


$00 


$03 


$56 


J6A 


SD0 


$00 


$03 


157 


$00 


$F0 


$0S 


$03 


$58 


$EF 


SEA 



29 00 
29 00 
29 00 



ADDRESS HEADER; 

gnore first byte E964 
gnore second byte B95E 
grtore last byte B969 

ADDRESS EPILOGUE: 
Ignore first byte B993:00 
ignore second byte B99D,00 
ignore both bytes B988:1B 60 

ADDRESS CHECKSUM: 
Ignore B9SA:00 

DATA HEADER: 
ignore first byte e8E9.00 
ignore second byte B8F3.00 
ignore last byta B8FE:00 

DATA EPILOGUE: 
ignore B925:18 60 

ERRORS: 
irgore DOS read 
ignore read/write 
ignore RWTS 

COPY. OBJ 

ignore read errors 
copy to track x 



B942,18 
B7C0:18 
BE48:18 

3A1:EA 

302:x+l N 35F;x+l 



Jim S. Hart's softkey for... 



i 



Pitfall II 
and H.E.R.O. 



7) Copy the baek side with any copier. It is not 
protected. 



Req uirements r 

Pitfall 1] and/or H.E.R.O. 

A blank disk 
Super lOB vl.5 

A friend of mine let me borrow his 
Mockingboard and some software of his 
recently so 1 could enjoy the enhanced audio 
effects the board provides. In return, however, 
I had to dcprotcct his Pitfall U and H.E.R.O. 
(both by Activision). "Fair enough," I diought. 
Using a nibble editor called Disk View I 
discovered that both disks had altered prologues 
and epilogues in both ihe address and data 
fields. Whipping out Super lOB, I made the 
necessary changes and then ran it. 

Surprise, .surprise! Track SM has some 
normal and some altered sectors. After tiying 
to read each sector in the track, I fotind out 
which ones were normal and which were 
altered. This info was incorporated back into 
the Super JOB coiilroller and it now worked like 
a champ. To deprotect either disk, insert the 
controller below into Super lOB vl.5, RUN il 



and format the backup whe it asks. That's all 
you have to do to deprotecl these disks. Their 
RWTS is able to check for either normal or 
altered format and then read die disk using that 
format. Hide the original now and erijoy the 
game! 

Step by Step 

1) Insert the ctmtroller into Super lOB vl.5 and 
then RUN it. 

2) Choose die "Format Backup" when asked, 

3) Whe the program i.s finished, yoar copy will 
l>c in a COPVAable format. 

4) If you have Bag of Tricks (Quality Software), 
reskew die disk with a "6 descending" value 
to speed up loading the game. 

5) Enjoy _, 



controller 

1000 REM PITFALL II & H.E.R.O 

1010 TK = :ST = ;LT = l :CD = 1NR 

1020 Tl = TK : GOSUB 490 

1030 GOSUB 430 : IF (ST > AND ST < 4 ) OR (ST 

> 11 AND ST < 15 ) THEN RESTORE : GOSUG 

170 : GOSUB 190 : GOSUB 210 . GOTO 1040 
1035 GOSUB 230 
1040 GOSUB 100 ; ST = ST + 1 : I F ST < DOS THEN 

1030 
1050 IF BF THEN 1070 
1060 ST = ■TK = TK + 1 
1070 GOSUB 490 :TK = T1 
1030 GOSUB 430 . GOSUB 

< DOS THEN 1080 
1090 ST = :TK = TK+1 

THEN 1080 
1100 IF TK<LT THEN 1020 
U10TK = 1 ;LT = 35 :ST = 15 15=15 :CD = WR 

:FAST=l 
1120 RESTORE ; GOSUB 170 : GOSUB 190 . GOSUB 

210 ■ GOSUB 490 : GOSUB 610 
1130 GOSUB 230 : GOSUB 490 . GOSUB 610 

PEEK (TRK) -LTTHEN 1150 
1140 TK = PEEK (TRK ) :ST = PEEK (3CT ) 

1120 
1150 HOME : PRINT "COPVDONE" : END 
5000 DATA 222 ,171 ,237 ,170 
5010 DATA 170 .m ,171 
5020 DATA 170 .213 ,235 



IFTK<LT THEN 1030 
ST = : GOSUB 230 
30 :ST = ST + 1 ■ iFST 

I F BF = AND TK < LT 



IF 



GOTO 



controller checksums 



000 - S356B 

010 - Sie2A 

020 - $23F6 

030 - SB042 

035 - $3809 

040 - t62F8 

050 - $033A 

060 - S2845 

070 - S4715 

080 - S5D1F 



1090 - SAF51 

1100 - S2A86 

1110 - $A199 

1120 - MEA6 

1130 - IA83D 

1140 - $35DA 

1150 - $0F01 

5000 - $7358 

5010 - $B4DD 

5020 • S7DCD 
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a tiMfo drive patch for... 



Winter 



by Robert Muir 



EPYX. Inc. 

1043 Kiel Court 

Sunnyvale. CA 94S89 

Requirements: 

Two disk drives 

Two sixteen pin DIP sockets 

Small screwdriver (or IC puller) 

Low wattage soldering iron & solder 

SPST switch & some wire 

Alternative: 

A sector editor 

Deprotected Winter Games 

Let's say you have one of the best 
coriipetitive arewic games around but your wrist 



is so tired from flipping the ^ft%%@& copy 
protected disk over and over that your 
perl'o nuance at the joystick is seriously 
hindered. Or you have a duodisk and want to 
look itt the boot without the analog card being 
in the way. Take heart, here are two solutions 
for the first problem and one for the second. 
If all you want to do is modify Winter Games 
and you don't want to mess around with the 
hardware stuff skip to the second part of the 
article. However, if you are like me and enjoy 
adding bells and whistles to the inside of your 
Apple then read on. 

The Hardware Modification 

This removable modification lo the disk drive 
controller card will allow you to install a switch 
to change the drive one to drive two (but not 
drive two to drive one). While playing Winter 
Games I thought of adding a switch to make 
the game think that drive two was drive one and 




SOCKET 



pin 10 bent 



TV 



I SOCKETS 



r— 



remembered Bruce Field's answer to a similar 
question in the Apple Doctor .section of the lime 
85 issue of ■'Call - A.P.P.L.E.". He said to 
cut die traces going to pin 14 of drive one and 
drive two and connect them to a DPDT switch. 
I coiddn't figure out how to do this on a dtiodisk 
so I tore into the game code (using Don 
Lancaster's excellent tearing method presented 
in "Enhancing Your Apple 11") and came up 
with the small patch at the end of the article. 
Later I found the schetnalic for the controller 
card in Sather's "Understanding the Apple //e" 
and figured out a better way for either disk D 
or duodisk controllers. 

1) Get your empty DIP socket no. 1 and bend 
pin 10 outward, (place the chip with its pins 
on the table with one end to the left, looking 
down at the holes count counter-cltx;kwise from 
the lower left comer until you get to 10, see 
fig.D- 

2) Turn off the computer, leave the computer 
plugged Iti atid touch the power box to discharge 
static electricity. Pull out the controller card and 
find the chip labeled 74LS259 at location C2. 

3) With the screwdriver or tC puUer gently pry 
loose the chip being carefiil not to bend the pins. 
Plug DIP socket no. 1 itito die board .socket, pins 
1 & 16 to the left, (when the board is plugged 
in the left wiU be the front of the computer). 
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i 7HIS25'^ k 



A 



bent pin — > I SOCKET 1 j 
Straight Pin -i | SOCKET 2 ' |J^™ 



\mm SKm\ 



4) [nsert the LS259 into the tiKxlificd socket, 
(make sure the little notch in the chip is facing 
the same way, {to the left), as all the others). 

5) Do a test by plugging in the board and turning 
on the computer. Drive two should boot. If the 
test was not successful make sure you are 
counting the pins properly. When the socket is 
plugged into the board, pin #10 should be 
sticking out second fronn the upper-right. 

6) ,Now turn off the computer, pull the board 
and retreive our cnodified socket and solder one 
end of a wire lo the bent-out pin. Solder the 
other end to one pin of the SPST switch. 

7) Take the other empty 16-pin socket and 
carefully solder the end of the other wire to the 
base of pin #10 (see fig. 2) (do not bend dte pin). 
Be careful that the plastic does not melt, 
loosening the pin or that so much solder gets 
on the pin that the socket will not plug into 
another one. Solder the odier end of the wire 
to the other pin of the switch. 

8) Plug the unbent pin socket into the socket 
at C2. Pins 1&16 should be towards the left so 
the wire will be toward the top of the board 
second pin from the right. Plug the s(x;ket with 
the bent pin into the other socket with the same 
orientation. 



9) Finally insert the LS259 chip into the top 
socket. Plug the board in and we're finished. 
You can mount the switch anywhere you want. 
I drdled a hole in one of the plastic inserts in 
die back of the computer; this way 1 can renaove 
everything and leave no trace. 



The Software Modification 

This nnodification to Winter Games adds a 
patch to the routine that asks you to flip the disk 
so that if it finds the wrong side in tlie current 
drive it will check the other drive. 

1) Make an unprotected backup of Winter 
Games using Trevor ChurchUl's softkey in 
COMPUTIST No. 29. Change $B942 to 18, 
copy disk widi COPYA. edit Track $C0, Sector 
S01: 



Byte From To 

$B $20 $EA 
K m $EA 

JD SBB SEA 

2) Copy side two onto a blank disk and using 
a ZAP program make the following sector edits 
to both Track $&2, Sector SfflB of side 1 and 
Track S02, Sector S0E of side 2: 

Change bytes S82-$99 to AA AD Bl 87 09 
m D0 07 A9 02 8D Bl B7 D0 85 A9 01 8D 
Bl B7 68 40 00 B7. That's it. No more 
flipping! 



Now back to the oid ski-jump. 



i 
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softkey for., 



^ke l-^enodic Uable 



by Doni G. Grande 



COMFreas 

PO Box 102 

Wmtwonk, NH 032S2 

Requirements: 

COPYA 

COM Press puts out a series of educatiouai 
software that is reaDy quite good. Its major fault 
is that most of their programs are copy 
protected. Backup disks may be purcha.sed, but 
at a pi-emium cost. Sttice most of their programs 
are meant to interact with studenLs, it is essential 
to have several backups of each program. It is 
for this reason that the following softkey was 
devised. The Periodic Table is Uie program used 
as an example, but the procedure should work 
on other COMPress programs since many of 
COMPress's other programs use a si mi liar 
protection scheme. What follows is the imts and 
bolts description of how the protection used by 
COMPress vt'as determined. If you want, just 
skip ahead to the step by step procedure. 

Nuts anil Boits 

If you use a nibble editor (such as thai in 
Locksmith 6.0) to examine tlie original Periodic 
Table disk, you will discover that the address 
and data prolog marks are only slightly 
modified on the DOS tracks (0-2). The address 
field epilog marks are missing entirely , but the 
data field epilog is the standard DE AA. 
However, once you start looking at the rest of 
the disk, it is soon evident why nibble copiers 
have such a hard time with diis disk. The data 
prolog marks are either D5 AA AD or D5 AA 
B5 . The address marks appear to be just random 
data bytes, all tbllowing the tomi x\ AA yy . 
An example is DD AA 9E found on track 8. 

If you look at She rest of the disk, you soon 
discover that no two tracks have the same 
address marks! The COMPress DOS has to be 
able to make sense out of the disk data 
somehow, so there has to be some pattern to 
these strange address marks. The sequence DD 
AA 9E almost looks familiar. If you write this 
out in binary, it looks like; 



DD AA 9E = 11011101 10101010 10011110 

If you now AND die correct values of D5 
A A % with these strange values, the pattern 
becomes: 



DD M 9E 
AND D5 M 96 



11011101 10101010 10011110 
1101010! 10101010 10010110 



D5 AA 96 = 11010101 10101010 10010110 

Amazing, isn't it? When the protected tracks 
were written, the correct address marks of D5 
and 96 were ORed with some (possibly random) 
value. Either COMPress DOS has an internal 
table of values to use or it simply ANDs each 
address epilog byte with the correcl value while 
it is reading the disk. Our old friend DOS 3.3 
can be taught the same trick, so we should be 
close to deprotecting The Periodic Table. 

If you install a patch into DOS that AMDs 
the correct address bytes with the address bytes 
read from the disk, you will still fmd that 
somediing is not quite right. So you get out youf 
tmsty nibble editor and take another look at the 
disk. If you look at some of die tracks that are 
used for data (such as track S12). you will 
ocosionally notice a D5 in the sector data. This 
should make you sit up and take notice. D5 Is 
reserved for address and data marks, and is 
never allowed in acmal sector data! This means 
that COMPress' DOS uses a modified nibble 
translate table when reading the disk (see 
Beneath Apple DOS for more details about the 
normal use of the nibble translate table). 

If you look at page $BA in normal DOS you 
will fmd the normal read translate table located 
from BA96 through BAFF. The translated byte 
for D5 is located at 5BAD5 in normal DOS and 
is D5 (since it is not allowed, why irdnslatc it?), 
If you .search for the read translate table in 
COMPress DOS you will find it on page $BF, 
Looking at BFD5 reveals a value of 03, 
meaning that D5 is translated into 03 when read 
from the disk. This is the last key needed to 
deprotect The Periodic Table. 

Step by Step 

1) Type in the program below and save it on 
disk under the name PATCHIT. Now type 
RUM and the program will create a text tile 
named PATCHDOS that contains all the 
commands necessary to patch normal DOS 3.3 
so that it may read COMPress DOS disks. 



2) EXEC PATCHDOS to tnake tfie patches to 
DOS. 

3) You may now CATALOG The Periodic 
Table, RUN or LIST any of the programs on 
the disk, or use COPYA to copy the disk. If 
you do use COPYA, be sure to place a different 
DOS on the copy disk to allow it to boot. You 
can use Copy II Plus's COPY DOS funciiun 
for diis, or just FID all the fdes on the disk to 
a pte-initialized bootable disk. 

You might try this patched DOS on some 
other programs. I believe that you might be 
pleasantly suiprised what it might reveal. 



PATCHIT listing 

5 REM "PATCH FOR AND JD5, 95 
I0D$ = CHRS (4) :Q$=CHRS (34) 
20 PR I NT DS; "OPEN" PATCHDOS" 
30PRIN; Di; "NR I IE" PATCHDOS" 
35 PRINT "MONCIO" 
'40 PRINT XALUIBI" 



60 PRINT "8989 
70 PRINT "B74A 
a0PRINT"A56B 



la" 50" : REM "NO AF CSUM 
60" ; REM "DISABLE I NIT 
60" : REM "DISABLE I NIT 
85 REM "PATCH TO AND CORRECT VALUES W/IST & 

LAST AF HEADER 
90 PRINT "BS00:29' D5" C9° D5' 60" 29" 96° Cr 

56' D0' 03' 40' 6D^ B9' 4C' 54* B9" 
100 PRINT "6954:20" 00' BS^'EA" 
110 PRINT "B969:4C'05'B6'EA" 

115 PRINT "B8FB:A9' 00" : REM 

■' IGNORE DE HEADER 3 

116 PRINT "BAD5 :0a" 
120 PRINT "3D0G" 

130 PRINT"?" ;0(; "PATCH^ INSTALLED" ;Q$ 
135 PRINT "NOMONC 10" 
140 PRINT D$; "CLOSE" 

checksums 



5 


- J87C4 


90 


- 54034 


10 


- $42F8 


100 


- S6591 


20 


- JBD71 


110 


- SBI35 


30 


- S0A7E 


115 


- $5643 


35 


- iB965 


116 


- S58AA 


40 


- $D713 


120 


- SC1B0 


60 


- $B7B2 


130 


- S2D01 


70 


- i785F 


135 


- SB19A 


80 


- IF35F 


140 


- S2CIB 


85 


- J5CDS 
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customizing tiie speed of a 



Duodisk 



by Andrew Carr 



Requirements: 

Drill & Bits 

Phillips Screw driver 

Soldering IroQ, low wattage 

Wire strippers 

Wire snippers 

2 5K Potentiometers 

2 10K Resistors 

4 ft, of wire, preferably two different colors 

6 in. of heat-shrink 

2 Knobs 

COMPUTIST No. 22 

Note: Tlik procedure involves modification of 
your disk drives which may void the.ir warranry. 
COMPUTIST or SofiKey Publishing will not be 
held responsible for any damages due to the use 
or misuse of this article. 

While reading William Wingfield's article on 
"Customizing Drive Speed Control" in 
COMPUTIST No. 22 page 15, I thought to 
myself this is a great idea for people who have 
single disk drives. Unfortunatly 1 and u lot of 
other Apple users I know own a Duodisk drive, 
which leaves us with a great idea but no demiled 
instmcdons. While digging into my dilemma 
1 found the job was still possible bui more 
involved. As far as the electrical portion of the 
project goes it is still a simple matter of 
removuig the 17K0hm poteniometer, or "pot" 
for short, from the circuit board and replacing 
it with a ICIK resistor & 5K pot, (K = lOW). 
The Disassembly & Kcassembly of Uie Duodisk 
drive is where the help i^; needed. 








> 



Locate 
Control 
knobs 
on Disk 
Drive!!! 



LED'S 



m3 




414B-' jQp 

^ CIRCUIT CARD 




^*WHITE DOT 



Modification instructions 

1) Remove 2 screws on back & remove cover. 

2) Remove 4 screws securing llie top plates of 
the two drives, to remove plates pry up, push 
back, and lift back. 

3) Mark & disconnect 4 connectors from top 
circuh card. 

4) Either unplug the 2 LEDs from top circuit 
card or gently pull the LEDs away from frout 
punel . 

Note: Pulling the LED out of the front panel 
IS quicker, easy & less chance of pinching wires 
In reassembly. 

5) Remove 2 screws securing top circuit card 
and remove circuit card. 

Note: Bowing case out helps removing circuit 
card. 

6) Remove 2 screws securing plate beneath top 
circuit card and remove plate. 

7) Remove 8 screws, lock washers, and washers 
located on bottom of the Duodisk, securing the 
two diskdrives. 

S) Remove each disk drive by pulling up and 
out. 

9) Remove A screws on sides of each disk case. 

10) Remove disk drive from case by pulling up 
and out. 

Note: Bowing case out helps removing disk 
drive. 

11) Remove 2 screws securing bottom circuit 
card and pull card away, 

12) Locate 17K pot on left edge of circuit caid. 

13) Using low-heat solder Iron remove 17K pot. 



14) Attach 2 wire leads, 1 on each path to circuit 
card. 

Note: Changing wire color to identify disk 
drive helps later. 

15) Run leads tliougli adjustment hole on bonom 
of disk drive case. 

16) Repeat steps 9 - 15 for the other drive, 

17) Reassemble in reverse order. 

Notes: Bowing case helps in installing drives 
& circuit card. Watch for pinching wires. 
Connectors are not keyed, but top side of 
connectors are marked with a white dot or white 
numbers. Start screws before tightening 

Mounting drive adjustment pot 

Locate pot's in right comer ot Front Panel 
either facing the froiil or die side. The knobs 
facing the side keeps the professional look of 
the syslem. Measure from bottom of DUODISK 
drive front panel 7/8 & 1 7/8 in., measure from 
right comer 3/4 in. for front or 1/2 in for side. 
Drill appropriate sized holes. 

Connecting leads, Resistor, & Pot 

Solder 1 0K Resistor to center terminal of 5K 
Pot. Connect one wire to resistor and the other 
to (back view) right terminal. Then solder leads 
in place, use Heat-shrink to cover any open 
metal. 

In Closing 

The drive speed modification is inexpensive, 
costing me about seven dollars at a Radio 
Shack, and very useful for bitcopying, saving 
time and fru,straiion. As Luke Slytalkcr would 
say, this is one more weapon to use in the battle 
against the evil empire, Good Luck! 

s 
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softkey for... 



The Senior Prom 

Cutting Edge bnterprises 

Box 43234 Ren Cen Station 

Detroit. Ml 48243 

$79.95 

When the Senior PROM was 
introduced last year (reviewed in 
COMPUTIST No. ^5), it was a bargain 
then as ii is now. Who wouldn't want 
having a sector editor, a copy card, a 
way to reset into the Monitor, DOS 3.3 
utilities, and an enhanced Monitor with 
'step and trace' capability, all in one neat 
(and inexpen.sive) package? 

Ttie latest version (3.0) of the Senior 
PROM (SP) offers some improvements 
over the 2.0 version, mostly at the user 
level. Among the changes are a 
rebrganizution of the key layout when in 
the Wait mode and more consistent 
and/or logical key usage between modes. 
Also provided is a plastic-laminated 
keyboard layout chart with the Wait 
Mode and Sector Editor comniands listed 
on it for easier reference, fhc 
documentation remains at a decent 
quality level, and has been compressed 
into a thinner manual. Also included is 
documenlution for u deproteclion 
program called Advanced Demuffin, 
which appears on the utility disk. 

The major changes are in the sector 
editor, which was a sore spot in version 
2.8. It still has all the features that made 
it flexible in tlie previous version, but the 
most irritating bugs have been taken care 
of. The Editor now highlights the byte 
currently being changed and the screen 
print function ii accessible from all parts 
of the sector editor. The memory /disk 
searcher no longer searches memory Tirst 
each time it is used, and it lells you where 
the string you are looking for is when it 
is located. 

The changes are quite welcome and 
make it easier to use, and the SP remains 
a good value. Ail in all. die Senior 
PROM is still a must for the serious 
deprotector or programmer who needs 
total control over his Apple //e or lie. 

(Nohody's perfect, especially ine. 
After COMPUTIST No. 35 was printed, 
J \\m infivTtied that a Low Profile version 
of the SP that doesn 'r block any long 
peripheral cards ^vas also avaikihle from 
Cutting Edge Enterprises. Oh. well.} 



Gemstone 



by Red Williams 



Strategic Simulations 

S83 Stcrtin Road, Bldg. A 200 

Mountain View. CA 94&43-19S3 

Requirements: 

At least 64K 

Gem 3 tone Warrior disk 

A blank disk 

A sector ctiitor 

After reading the review on Gemstone 
Warrior in Computist No. 27,1 was sufftcieiiOy 
interested to try it out. The game fulfilled all 
my expectations: excellent control, hours of 
addictive action, smooth graphics. But the 
obnoxious protection scheme on the disk 
prevented my playing the game on my J[ Plus, 
whose disk drive speed is slighdy off, and I had 
to go over to a friend's house to borrow his 
computer whenever I wanted to play. That 
annoyance prompted this softkey. 

My first step was to examine the disk with 
a nibble editor. All the tracks showed normal 
address and data markers except for the data 
epilog, which had been changed from DE AA 
EB to CC 99 EB . In order to make the disk 
readable with DOS 3.3, and dius COPYAable, 
I must normal ii'.e the epilog to the standard DE 
AA EB. Thi.s was accomplished by copying the 
di.sk with COPYA after patching DOS slightly. 

Before running COPYA. 1 moditicd DOS by 
telling it to ignore the data field epilog; 

CALI, -IS1 
B934:18 60 
3D«G 

Then, using COPYA, I duplicated my 
Gemstone Warrior disk normally. The resulting 
copy had the standard data field epilog, and in 
fact could be CATALOUed. But the quest was 



not over yet. Since Ih^ DOS on the disk also 
checked for the data epilog and expeeted to find 
CC 99, 1 had to patch up the DOS to look for 
the new epilog in. stead. 

DOS 3.3'5 sector read routine resides on 
track 0, sector 3. Byte S35 is where the SCC 
of the instniction CMP ft$CC is stored and tlie 
$99 is found at byte $3F of the sector, so these 
were changed to $DE and SAA respectively 
with a sector editor, The sector write routine 
also had to be changed since Uie the high score 
and the game in progress are saved on the disk. 
The write routine is found at track 0, sector 2. 
Byte $9t; was changed from SCC to SDE, and 
byte .$A3 was changed from $99 to SAA. Now 
Gemstone Warrior's DOS could read and write 
the normalized disk format. 

Theie is still one more obstacle m the way 
of a totally deprotected copy. During the hoot, 
the game checks the nibble count on the disk 
m two places; if the nibble count does not 
conform to an expected range, the game 
reboots. My di,sk drive was a bit slow and the 
count is never within range, so the game would 
not run on ray computer. With this in mind, I 
searched the disk with my sector editor to find 
likely places where the nibble counting was 
done. 

Since disk reading is nearly always done with 
an LDA $C08C,X instruction, I looked for all 
the occu ranees of disk reads by searching for 
the bytes 8C Cfl. An initial round showed four 
possible places for the count: Track 5, sector 
0; track 6, sectors $B and $D; and track $A 
sector 6. Tlie other occurances were regular 
DOS -related disk access. 

In order to determine which one was being 
called to do nibble counting. I inserted an 
instruction to exit into the monitor into each 
routine. Before exiling, tlie routine being called 
would be identified by a technique known as 
stac kextraction. During a Jump to SubRoutinc 
(JSR) command, the computer saves its calling 
location on tlie stack. Tliis will uniquely identify 
the calling routine and so all I had to do was 
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Warrior 



extract and save the top two bytes on tKe stack 
before exiting to the monitor. The shon routine 
to do this is: 

PLA ; extract first byte 

STA S2000 , save it 

PLA ; extract the next byte 

STA 12001 ; save it 

LDA IC082 ; enabie mot tier board ROM 

JMP $FF59 ; and jump to the monitor 

Since Gemstone Warrior uses the upper 16K 
RAM. the LDA SC082 was required to mm off 
the language card and enable the ROMs where 
the monitor subroutine resided. 1 saved the 
small subroutiiie in an unused area of DOS (by 
using a sector editor) at $BCDF. Ac caeh 
possible nibble counting routine I inserted the 
command JSR $BCDh', which will cause the 
calling address to be saved on the stack for the 
routine to retrieve. Using this technique, 1 
discovered the offending nibble counting routine 
was located at $F261 . The game docs a nibble 
count in two places: during the initial boot and 
after the temple scene. It turned out both times 
the nihble count routine at $F261 was called. 
The final step, then, is to seek out and nuUify 
all calls to$F621. 

A call to the nibble count, JSR $F261 , would 
appear as 2(S 61 F2 on the disk. Using a sector 
editor, I .scanned and found two occurances of 
this string at track $1F, sectors 4 and 5. I 
nullified both calls by replacing them with three 
NOP commands (KA BA EA). Now my copy 
of Gemstone warrior was completely 
deprotected! I was able to play the game on my 
][ Plus for the first time, and now I had a backup 
in ease of disk failure. 

In .tiummary, the.se are the steps to fully 
deprotect Gemstone Warrior: 

1) Boot up DOS 3.3. Paicit DOS to ignore die 
data epilog. 

CALL -151 
B934:18 60 



2) Exit the monitor and make a backup with 
COPYA. 



3086 






RUN COPYA 




3) Use any 


sector editor 


and make these 


changes: 






Track 


Sector Byte 


Change to 


00 


2 9E 


DE 


00 


1 A3 


AA 


00 


3 35 


DE 


00 


3 JF 


AA 


IF 


4 01 


EA EA EA 


IF 


5 01 


EA EA EA 


and you aie 


all done. Gemstone Warrior can 


now be CATALOGcd and examined. 

* 




i.pa. r f 1 Q r 
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Roll the PresBesz part two... 

Printshop Printer 

Drivers 



by Jerry Lewis 



The Print Shop 

Broderhund Software 

] 7 Paul Drive 

San Rafael, CA 94903 

Requirement: 

Deprolected Print Shop ur 

Print Shop Companion disk 
Sector editor with search ftinctions 
A disk compare utility 
Blunk disk.!) 

Last issue, I discussed methods of examining 
Newsroom to find out how printer card drivers 
are stored and called by the program so tliat you 
could add your own. This month, the focus 
turns to The Print Shop from Broderbund, 

Like Newsroom, Print Shop is also a file 
based program. During tiie search for my print 
card driver, 1 snooped through its files using 
the same techniques discussed last month. The 
Print Shop VTOC needs some changes to get 
a catalog file listing. The softkey for Print Shop 
<COMPUTIST No. 17) discusses in detail the 
reasons for die changes to the VTOC, so I will 
be brief. Print Shop has two VTOCs, both on 
track .$1 1 . The one at the normal location, track 
$1 1 sector J(M, will bring you a message from 
the publisher. The VTOC used by the program 
is actually on sector $fl2. Changing byte $B2 
of sector $00 from $01 to $09 (the first sector 
of the director' is sector S09) will correct the 
problem. 

My search of Print Shop lead me to the file 
PRCOMS which contains all the drivers used 
by Print Shop, The file PRCOMS loads at 
$1800 and the section from $1BB4 through 
$1E61 contains die print drivers. The first time 
I looked at the drivers, I was surprised to see 
several sections of LDA instructions ending 
with RTSes. The LDA instructions were not 
gomg to get data to a printer but a little study 
will reveal that Print Shop use.s the drivers in 
;a different manner from Newsroom, 



Print Shop Drivers 

The listing below is part of the print driver 
routines from Print Shop. The addresses 
$1D06, S1D20 and $1D41 aie emiy points for 
the rirsihalf of the driver routines (which I will 
call setup for lack of a better tenn). The primary 
purpose of the setup routines is to make any 
necessary slot address changes, prepare the card 
to receive output and check to see if the printer 
is busy. 



1D05- 
1D09- 
1D0B- 
IME- 
1D10- 
1013- 
IDie- 
1D15- 
IDIB- 
IDIC- 
lOlF- 

1020- 
1D23- 
1D26- 

1D29- 
1D2A- 
1D2D- 
1030- 
1D31- 
1034- 
1037- 
1D3A- 
1D3D- 
1040- 

1041- 
1044- 
1047- 
1D4A- 
104C- 
1D4E- 
1D4F- 
1052- 

1053- 
1054- 
1057- 
1058- 
1D59- 
1D5C- 



AD IC 18 

OS m 

EE IC 18 
A9 15 
90 80 C0 
eO 81 C0 
BD 80 C0 
49 02 
60 

90 ei C0 

60 

8C 3F ID 
BD 80 CG 
4C 4A ID 
48 

AD FF CF 
AD 00 CI 
68 

80 00 C8 
80 01 C8 
80 00 C8 
8D 01 C3 
AD FF CF 
50 

8C 51 10 
8C 49 10 
AD F9 CI 
29 40 
49 40 
50 

8D FD CI 
60 

48 

AD FF CF 

8A 

Aa 

99 80 C0 

68 



LDA 
BNE 

INC 
LDA 



S18IC 
S1D13 

jiaic 

STA $C080,X 

LOA icmj 

LOA IC0B0,X 
EOR m2 
RTS 



STA 
RTS 

STY 

LDA 
JMP 
PHA 
LDA 
LDA 
PLA 
STA 
STA 
STA 
STA 
LDA 
RTS 



PHA 
LDA 
TXA 

TAV 
STA 
PLA 



IC081,X 



J102F 

tc0a0,x 

$i04A 

$CFFF 
SCI 00 

$C800 
JC801 
$C800 
JC8D1 
ICFFF 



STY 

STY 

LDA 

AND 

EOR 

RTS 

STA SCIFD 

RTS 



$1051 
J 1049 
$C1F9 
ff540 
#S40 



1D5D- 


20 00 C8 


JSR 


$ca03 


1D60- 


99 81 C0 


STA 


jC08i.y 


1D63- 


AD FF CF 


LOA 


JCFFF 


1D66- 


60 


RTS 





SCFFF 



SC080,Y 



The first diing the rouiiiie at $1D06 does is 
to determine if the byte at SI SIC is zero. This 
is seen frequently throughout the routines. The 
byte wUl be zero tor the first execution of the 
routine, but $181C is incremented by the setup 
routine, which will change the program flow 
on subsequent executions. The most frequent 
reason for program flow modification is to skip 
the driver address changes and card command 
instructions (here the STA of a JEEi.U] (SI 5) is 
skipped the second time diiough). 

The indexing of the slot 1/0 addresses with 
the X register in the listing indicates that X 
contains the slot value in the form $s0. 
Kxamination of where the Y register is stored 
by the setup routines at S1D20 and ,$1D41 
shows that the Y register contains the slot value 
in the form 5Cs. Notice how two routines .share 
a set of inslnictions at $1D26. The JMP $1D4A 
allows two semp routines to use the same code 
to determine the printer status. Also notice that 
the X and Y registers still contain the slot 
infonnation when the setup routines are exited. 

Is the Printer Busy? 

The Print Shop determines a printer -busy 
status in a different maimer from Newsroom. 
At the end of the semp routines (.$1 D47-$ID4E) 
you will see AND and KOR instructions to set 
or clear accumulator data hits. When the setup 
routine returns to the program that calletJ it, the 
zero flag is checked to see if the last value 
Loaded in the accumulator was zero. In this case, 
if the AND and EOR of the accumulator residts 
in zero, the zero flag wQl be set and signals the 
program that the printer is not busy and is ready 
to receive data. 

The listing above has a good example of 
detecting the change in a .sittgle hit to determine 
printer status. The instruction at $ 1 D47 loads 
the accumulator with the value from SC1F9. 
The value is ilie ANDed with a value of $40 
as a "mask," The AND instruction means thai 
the resulting value wQl have ones ONLY where 
the bits in .$40 and the bits in the accumulator 
are BOTH ones. The; bit pattern for $40 is 8100 



m 



COMPUTIST Wo. 41 



0000, thus only bit six could possibly be a one 
since all others are zero. 

The EOR iiistractlon at $1D4C causes a value 
of 1 if either bit is 1 (but not if buth bits are), 
Sinee Uie AND instruction forced all bits e\cept 
six to 7.ero, and all bits in $40 arc zero except 
six. only bit six could possibly be one. Thus 
the status of bit six wiiU rcnecl the slatus of the 
printer. The value of .S40 in both the AND and 
EOR instructions is to mask out unwanted bits 
and let oniy certain bit patterns through. 

Enanpie; Aceurriulator holds the value 
from SC1F9. Bit 6 is singled out by the 
AND instruction, and the EOR reverses 
the value flf the bit. 



printer is: 

Accumulator 
AND #$40 

Accumulator 

EOR ms 



(ready) 
?l?? ???? 

0100 0000 
0100 0000 

0100 0000 



(unready) 

?0?? ???? 



0000 0000 



Accumulator 0000 



As caa be se«n from the above example, if bit 
six goes high, a value of zero results in the 
accumulator- When the accumulator is loaded 
with z.ero, the zero flag is set and Uie program 
will tlien blow (using BEQ) the printer is not 
busy and send the data to be printed. 

Data Output 

The second half of the drivers (which I will 
call output) sends the data to the printer. The 
two output roQiines at SIDIC and S1D4F lire 
simple, having only one iustmetion. The other 
two at $ I D29 and S I D53 arc more compiex and 
the references to $CFFF immediately tells us 
that they are for cards with onboard ROM that 
uses the 2K area starting at $C800, The 
reference to $C 100 at $1D2D shows that even 
with ROM in Ihe $C80C area, the slot ROM 
area is still accessible. 

There is one item of interest, used by some 
of the setup and output routines, that is not 
shown in the listing. Tlie address location SI 823 
is used by several routines for temporary 
Storage. One use seen in some drivers is storage 
of the X register at $1823 during the setup 
routine execution, and dien during the output 
routine execution the Y register is loaded from 
$1823. This has the effect of transferring the 
siot value in the form Ss0, from the X to the 
Y register for use by tlie printer card ROM. 

Look Familiar? 

The routine listed at $1D53 should be 
familiar; it was the source for the Fingerprint 
card driver routine patched into Newsroom last 
month. Comparison between the two will show 
that, because of the different demands of the 
two programs, some changes to the driver were 
required. 

Examination of the Fingerprint driver 
routines tor Newsroom and Print Shop will 
show that there is no check of the primer slatus. 
This requirement is taken cure ot by the card's 
ROM and does not have to be done by the 



DRIVER 

Epson APL 

Orange Interface, Srappler 

Grappler + 

Apple Super Serial 

Apple Paral lei 
'Apple III Serial 
*PI(aso 

ALS Printermate 

Star Micronics Grafstar 

T^mac PPC 100, Tackier 

Microtek Durtipl ing GX 

Microtek DumpI ing 54 

Microtek RV-611C 

Microtek SV-611C 

Prometheus Graphittl 

Prometheus Versacard (paral le 
'Prometheus Versacard (serial) 

Videx Uniprint 

Videx PSIO Parallel 

Videx PSIO Serial 
^Mountain CPS Paral lei 
♦Mountain CPS Serial 

MA System Omnigrapti 

Practical Peripherals Serial 

Practical Peripherals Printer 

Practical Peripherals (other) 

CCS 7728,7229 

CCS 7731 

CCS 7710 

Happicard 

Fourth Dimension 

MPC Parallel 

HPC AP-SIO or SSM A10-11 Seri 

Okidata Plug and Play (Graph i 

Olddata Plug and Play (Graphi 

Perisoft Printerlink 

Perisoft Messenger 

SSM APPIC 
'SSM AS 10 

SSM APIO or A10-U Parallel 

Techport Paragraph - 1 

Macrotech Macroprinl 

Macromax Printmax, Graphmax 

•Frank I in Ace Dual Interface 

Thirdware Fingerprint 

Spies Super-MX (Niceprint) 

Hesper Wizard 

Texprinl Print-it 

Apricorn Paral lei 

Apricorn Serial 



Table 1 



J95F2 SETUP OUTPUT 



S01 


$1BB5 


$1BEE 


$02 


$1BCE 


$1BD4 


S03 


SIBDE 


SIBEE 


$04 


S1C9F 


SICDA 


S05 


S1EE6 


SIBEE 


m 


$1C0F 


S1C2D 


J07 


ilD20 


$1D29 


m 


$1DD8 


IIBF5 


S09 


$1BCE 


$1BD4 


J0A 


SI BBS 


SIBBE 


m 


$1C31 


S1C3F 


J0C 


S1C39 


S1C45 


$0D 


S1BB5 


SIBEE 


S0E 


ilC4F 


J1C6E 


S0F 


$1BB5 


$1BBE 


1) S10 


$1BB5 


IIBBE 


*11 


$1D67 


$iDei 


$12 


$1C9F 


$1CDA 


$13 


$1BB5 


$1BEE 


S14 


S1C4F 


S1C6E 


115 


$1D41 


$1D4F 


$15 


S1D85 


$1DA9 


w 


SIDDB 


S1C49 


$18 


$1C4F 


SICSE 


face S19 


$1BB5 


S16BE 


%U 


$1BC2 


IIBBE 


SIB 


SIDDE 


$IBBE 


$1C 


SIDFE 


$iDlC 


$1D 


S1DE4 


$1D1C 


$1E 


$1BB5 


SIBEE 


ilF 


$iBB5 


SIBBE 


$20 


(1BB5 


SIBBE 


al S21 


I1E06 


$1E20 


cs on) S22 


$1BB5 


SIBBE 


cs off)$23 


$1BCE 


S1BD4 


$24 


$1BB5 


SIBBE 


$25 


$1D06 


SlDlC 


$26 


SlBBb 


SIBBE 


$27 


$1C72 


$1091 


$28 


$1DDB 


$1E24 


S29 


$1E18 


$1E20 


$2A 


$1BB5 


SIBEE 


$2B 


S1BB5 


SIBEE 


$2C 


$1E50 


S1E61 


S2D 


J1DD8 


$1053 


S2E 


$1BC8 


I1BD4 


J2F 


ilDAD 


SIDDB 


$30 


$1C95 


$1CDA 


$31 


SIBBS 


SIBEE 


$32 


S1DE4 


SlDlC 



driver. Those cards in Print Shop not needing 
a setup routine are sent to $1DD8 where a LDA 
#$00 and RTS are executed. The LDA ff$00 
sets the zero flag aad satisfies the printer not 
busy requirement upon return to the caller. The 
setup n)utine for the Fingerprint card goes to 
$ 1 DD8 and therefore there is no opportunity 
to use $1823 for temporary .storage, thus the 
Fingerprint driver has to get $sO from the X 
register to the Y register via the accumulator. 

Print Shop Setup Storage 

Where Newsroom only loaded the printer and 
card information that was to be used. Print Shop 
loads all the card and printer information. To 



access the correct parts of the driver routines 
for the selected interface card, Print Shop u.'ses 
two sets of address tables. During die setup 
menu, the selected printer, card, and slot 
infomiation is stored in the file CONFIG. 
Besides storing the information for output, 
CONFIG also contains additional infonnation 
about the Apple system using the program. 

The file CONFIG loads at $95F0 and 
contains the following data: 
$95tt> - Printer interface card siot in the format 
S0S. 

$95F1 - Printer selection ($81 through $06). 
$95r2 - Interface card selection ($01 through 
$32), 
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$95F3 - Disk drive slot in the format $0s. 
$95r4 - Number of disk drives (S01 or S02). 
$9SF7 - If SM, Setup has not been run. 

Accessing the Driver 

The following listing is the routine to access 
ihe drivers and has two entry points: $1ABB 
ai)d $iABD. Many printer commands use 
Escape (SIR), and the entry at $1ABB loads tlie 
accumulator with JIB, making it readily 
available. The normal entry point is at $1BBD, 
and immediately stores the X and Y registers 
which will he retrieved before the routine is 
exiled. Just a.'j in Newsroom, the accumulator 
(data) is saved on the stack by the PHA 
instruction at SI AC A. and is later retrieved to 
he carried back to the caller. 

The value for the selected interface card is 
loaded from $95F2 (see the LDX instiuction 
til $ lACB) and is used as the index to get the 
address values for the output routine from the 
dam table. The output routine addres.s table low 
bytes are stored starting at S1AE3 and the high 
bytes starting at SlBlF, The address of the 
output part of the driver is setup in the JSR 
instruction at S1AE2, replacing the SSflflO 
address There is a JSR iusiruction at SIADB, 
which is executed before going to the output 
routine. The JSR S1E64 instmction is to access 
the setup routine. 

The setup routine address is located in the 
same manner as die output, using the byte from 
$95¥2 as the index to the setup address data 
tables at 51 85 1 (low byte) and $1B83 (high 
byte). Before going to the setup routine via a 
JMP instruction the X and Y registers are 
loaded with the slot information. The JMP 
instruction causes the setup routine to remrn to 
the following listing at $1AED, Tlie instruction 
at SlAED then checks the zero flag (printer 
busy?) upon return and if Itie flag is not set, 
it is buck lo the setup routine until the zero flag 
is set. 



lABB- 


A9 IB 


LDA ma 


lABD- 


8E ID IS 


SIX II81D 


1AC0- 


BC IE 13 


STY siaiE 


1AC3- 


18 


CLC 


1AC4~ 


69 09 


ADC #$09 


1AC6- 


EA 


NOP 


1AC7- 


33 


SEC 



1AC8- 


E9 139 


SBC 


am 


lACA- 


4E 


PHA 




lACB- 


AE F2 95 


LDX 


S95F2 


lACE- 


CA 


DEX 




lACF- 


BD ED lA 


LDA 


S1A£D,X 


1AD2- 


8D E3 lA 


STA 


S1AE3 


1AD5- 


BD IF IB 


LDA 


SIBIF.X 


1AD8- 


8D E4 lA 


STA 


$1AE4 


lADB- 


20 64 IE 


JSR 


tlE64 


lAOE- 


m EB 


BNE 


$1ACB 


lAEfl- 


68 


PLA 




lAEl- 


48 


PHA 




lAEZ- 


20 m 80 


JSR 


iS000 


1AE5- 


68 


PLA 




1AE6- 


AE ID IB 


LDX 


sieio 


1AE9- 


AC IE 18 


LDY 


H81E 


lAEC- 


60 


RTS 





I have been unable tn determine the purpose 
of tlie Insti-uctions from $1AC3 through SIAC9. 
The addition of $09 followed by the subtraction 
of $09 results in the original value. Thinking 
that the program could store an instruction at 
$1AC6, I searched the Print Shop disk but did 
not locate any references to $1AC6. 

All the Driver Parts 

Table 1 is a list of Print Shop interface cards 
with the selection values stored at $95 F2 and 
the addresses of the setup and output sections 
of the drivers from the appropriate address 
table. Notice that a setup or output routine can 
be used by several different cards. 

It is only a guess, but it makes sense. When 
writing a piograin, such as Print Shop, you 
want to put a.s many print cards in the menu 
as possible. After the print card drivers are 
gathered togedier, you begin to notice that some 
sections of them are Ihe same. With the drivers 
broken down into smaller routines and the use 
of address tables, ihe cards can share the same 
routines, avoiding repetition of the same 
instructions for several cards. Apparently this 
is what Print Shop has done. 

Patching I*rint Shop 

Even though the utilization of the driver 
routines in Print Shop is slighOy more complex 
than in Newsroom, patching another driver is 
easily done. Before we discuss how to patch 
Print Shop, one thing needs to be kept in mind. 



Table 2 



S95F1 - Data In the file CONFIG for printer selected, 
$1844 - Entry address to cdiriparisons for printer setip routines. 
U897 - Entry address to comparisons for enter graphics mode routines. 
S19D3 - Entry address to comparisons for e):it grapliics mode routines. 

SETUP, ENTER, and EXIT arfi,:'the specific addresses where the conrnand sequence 

routine starts for each .pfinl;*''' ^8f<^up- 

PRINTER 

Epson MX-,FX-,RX (86 or 100) 

Old Epson with Graftra)!-80 

C-ITOH (Prowriter) or NEC 8623 

Apple DMP, Imagewrlter, Scribe 

Okidata Hicroline 92.93 

Star Gemini i0X,15X, Delta, Radu 



J95F1 


SETUP 


ENTER 


EXIT 


01 


$1855 


$18C4 


$1A2C 


02 


$1855 


I18AE 


$19Fe 


03 


$1855 


$18E8 


$1A30 


04 


$1861 


$18E4 


S1A30 


05 


$1885 


$18D4 


S1A6D 


06 


$1855 


$18C4 


$1A2C 



Fewer problems wUl be encountered when 
altering a program if the disturbance to the 
existing code is minitni/:ed. Applying this to 
Print Shop means that the printer output entry 
points are best maintained at SIABB and 
$1ABD, especially since dhere are so many calls 
to these addresses from the printer command 
routines. 

Print Shop does not lend itself to adding on 
a print driver; instead we will have to overwrite 
some pan of die existing program, ITie simplest 
method to add a driver routine is to identify 
existing setup and output routines diat will work 
with your printer card. If you are fortunate 
enough to locate such a combination, all that 
needs to be done is pick a printer card in the 
setup menu to replace. The card name should 
be repiaced with die name of your card, and 
using the value stored at $95Fl for tlie replaced 
card as the index, edit the address tables with 
the new address bytes. 

The second method is lo select a printer card 
for replacement that docs not share any of its 
setup or output routines. There are seven cards 
that are possible candidates and arc marked in 
Table I with a '■*". Replace the routines for 
the selected card with your routines and then 
update the printer card name list with your card. 
Updating the address data tables would not be 
required with this method, since the same entry 
points are maintained. 

There are two disadvantages to boUi tliese 
methods, tlie first being that you have to 
determine how to divide your driver into the 
two necessary subroutines. The second problem 
is getting the zero results necessary for the 
printer not busy upon remrn from the setup 
routine. The division of the drivers and cheek 
for the busy signal in Print Shop is not the 
standard method and will not be explained in 
die documentation for your printer card. 

Sewing Another Patch 

Using the driver as a .single routine, as is 
done in Newsroom, avoids both these problems. 
Returning to our example, the driver for the 
original Fingerprini card, and examining how 
it couM be patched into Print Shop, wc will see 
diat it can be simply done, '['he boxed listing 
(Listing 1 ) with this anicle is the patch for the 
Fingerprint card driver that I successfully 
iiisialled In Print Shop for this example. 

Keeping with the adage, "If you don't 
understand it, leave it alone", the instructions 
from $1AC3 through $IAC9 were left intact 
and the patch stam at ,$ 1 ACA. Examination of 
the routine will reveal that it is not dependent 
on the value stored in CONFIG for the selected 
printer card, thus the patched driver will be 
executed regardless of the card selected. The 
necessary forms for the slot information are 
determined and since the driver for Fingerprini 
requires SsO in the Y register, Sst) is placed 
there instead of in its normal location, the X 
register. The value SCs is also determined for 
consistency, even though it is not required. 

If your print driver needs address changes 
or special setup characters for output, the 
necessary instructions should be insened 
starting at .$1AD6. The instructions can be 
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skipped over after the first pass by use of SlKlC 
as previcmslj discussed. Be aware that if you 
turn off your card after each daia byte Ls sent, 
you inay not want to sidp over any instructions. 
The advantage of patching Print Shop in this 
manner is thai the address tables arc not used 
and the routine is not broken up into two 
separate routines. The driver (or ROM) does 
the check for the printer busy signal and when 
the printer is ready , the data is sent. 

Printer Card Names 

The Print Shop printer and printer card 
names arc contained in the file MENUS? and 
are entered with the high bit clear, Each name 
is separated from the rest with a $00. Select a 
current card to replace, enter your card and fill 
any extra space with KB (space). When the 
setup menu Is ran, select your card to update 
the tile CONRG so your card is displayed if 
you check the setup. With a patch entered as 
suggested above, the value stored for your card 
is not used, so the card replaced is not critical. 

Print Shop Printers 

'fhe tile PRCOMS from $1826 through 
$19CB contains the routines for printer 
commands. Close inspection will show that 
there are three sections of printer commands, 
printer initialization, enter graphics mode and 
exit graphics mode. (Sound familiar?) The 
printer selection value from CONFIG, byte 
S95FI , is loaded in the accumulator and then 
a set of comparisons arc made to determine 
where to go for the correct printer command 
sequence tor the selected printer. 

Table 2 gives the specifics regarding the 
addresses for the various routines and specific 
printers. Addition of a pi inter to Print Shop 
would require that the printer command section 
be thoroughly understood. The addition would 
not be as simple as in Newsroom as the existing 
routines would require alteration or replacement 
with new routines to control the added printer. 
The best solution is to totally customize the file 
PRCOMS by overwriting the existing printer 
routines. 

The three sets of instructions for your printer 
(initialization, entet graphics mode, and exit 
graphics mode) should each be inserted at the 
appropriate three entry address. Since this 
would maintain the same entry points, other 
portions of Print Shop should not require 
alteration. The value in the file CONFIG for 
printer selection would not be used and as in 
the driver patch, would be meaningless. 

Print Shop Companion 

Print Shop Companion expands the 
capabilities of Prim Shop and provides 
additional graphic editing capability. It is a nice 
supplemental addition to Print Shop. It does not 
stand alone, but is dependent on PrinL Shop for 
its system setup information. Formnateiy for 
us this is a boon, because if you had lo patch 
Print Shop, you are almost ready to use Print 
Shop Companion. 

The first thing we nejsd is an unprotected 
backup of Print Shop Companion, which is 



simple to obtain. Copy both sides of the original 
disk with your favorite copy program and 
ignore any read errors on track $22 which is 
used for a nibble count , Then grab your .sector 
editor and make the following edits: 

Track Sector Frooi To 

m m m m 
$03 S06 m m 

The first edit is to disable the self copy feature 
and the second is to skip the check for copy 
protection. 

Prim Shop Companion also has two VTOCs. 
Cataloging the disk will give a file listing, but 
it is incomplete. By changing byte $02 of track 
$11, sector $00 from $&D to $0F you can see 
all the files. When you now catalog the disk, 
you will be greeted by two old friends, the fdes 
CONFIG and PRCOMS. 

There is also a file called SETUP, but its 
function is different from the SETUP file in 
Print Shop, Print Shop Companion does not 
have a output setup menu but depenri.s on Print 
Shop for its printer, interface card and system 
information. When you nin the setup menu and 
select to update tiie Coiiipamoii disk, one thing 
that happens is that the file CONFIG on the 
Companion disk is setup with the necessary 
data. 

The real surprise is that the tile PRCOMS 
is COPIED from Print Shop to Print Shop 
Companion. I discovered this when I ran the 
configuration program of Print Shop 
Companion with the file PRCOMS on the Print 
Shop disk patched with my example for the 
Fingerprint card, ITie patch appeared in the file 
PRCOMS on the Companion disk and when I 
tested Print Shop Companion with the patch, 
it worked fine. 

After Configuration was run, I did a 



comparison of the PRCOMS files on each disk. 
I found that there are four byte differences in 
the two files. All were the same and had to do 
with changing the addre.^s of a common JSR 
instruction. The file PRCOMS could be loaded 
from the Print Shop disk and then correct the 
four addresses prior to saving it back to the 
Companion, but it is easier just to run the 
configuration of Print Shop Companion. 

Parting Thoughts 

The information here is sufficient to allow 
you to patch Print Shop with your own driver 
routine, but the techniques and concepts apply 
to patching a driver in any program. 
Experiment with the program, die worst that 
can happen is that you will have to start over. 
Much of the information preseuled vfas obtained 
by trial and error. When you're experimenting, 
just remember to try only one thing at a time 
so you can evaluate the effects of a single 
change. 

Although the printer information is 
incomplete, there is enough to provide a starling 
point for anyone who needs or wants to 
experiment. If during a period of trial and error, 
your printer or system does not work, you may 
have U.1 turn your printer off and back on to clear 
the bad commands. Not doing this may result 
in looking for a program bug lliat does not exits. 
(Sounds like the voice of experience.) 

Both Print Shop and Newsroom are great 
programs and have increased my consumption 
of paper and ribbons. Hopefully ihe preceding 
will allow more to enjoy the pleasure of seeing 
their creative efforts appearing over the platen. 
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Listing 1 


lABB- A9 IB 


LOA niB 


Escape for printer use 


lABD- 8E ID 18 


STX $181D 


Save X for exit 


lACe- 8C IE IS 


ST7 JlSlE 


Save y for exit 


1AC3- le 


CLC 


7 


1AC4- 69 09 


ADC am 


? 


1AC6- EA 


NOP 


? 


UC7- 38 


SEC 


; 


1AC3- E9 09 


SBC #$09 


1 • •! ' 


lACA- 48 


PHA 


Save data fof exit 


lACB- AD F0 95 


LDA S95F0 


Get selected slot 


lACE- 99 C0 


ORA ffSCG 


Slot to fortu SCs 


1AD0- AA 


TAX 


ICs to X 


lADl- 0A 


flSL 


Multiply Slot b)/ Sie 


1AD2- 0A 


ASL 


To get to the form Ssa 


1AD3- 0A 


ASL 




1AD4- GA 


ASL 




1AD5- AS 


TAV 


Put Ss0 in y 


1AD6- AD FF CF 


LDA JCFFF 


Turn off all slot ROMs 


1AD9- 99 80 C0 


STA JC080,V 


Turn on printer card 


lADC- 68 


PLA 


Get data for output 


lADO- 48 


PHA 


Save on stack for exit 


lADE- 20 00 C8 


JSR 10800 


Go to card ROM 


lAEl- 99 81 C0 


STA $C081,Y 


Turn off the card 


1AE4- AO FF CF 


STA SCFFF 


Turn off ai i ROMs 


1AE7- 68 


PLA 


Get data for exit 


1A£8- AE ID 18 


LDx am 


Get X for exit 


lAEB- AC IE 18 


LDY S181E 


Get ¥ for exit 


lAEE- 60 


RTS 


Return to cal ler 
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by Jeff Hurlburt 



This month, the emphasis on adveniuring. 
Tlie ft II id wrup up of this catagory wDl appear 
next month. 

While pute arcacles command an ever 
shrinking share of game production, adventures 
continue to proliferate, often incorfjorating 
arcade sequences which once would have been 
released separately. Much the sEime sort of 
cooption has occurred with simulations and 
other game forms. Everything, it seems, plays 
better (and longer} as an adventure; and, with 
the best numbers, variety, and werall quality 
ever, 1986 has been a super year for computer 
wi7ards, warriors, explorers, and detectives. 

My goal in these reviews is to make it easier 
for you to zero in on die best values for YOUR 
entertainment dollar. At a local software parlor 
it's difficult CO give even one adventure (let 
alone several) much of a tryout; so each review 
aims to supply the maximum information in the 
space available. Game type and, if multi -player, 
number of players for which the product is 
designed are .shown up from, along with 
peripherals requirements/options and mactinie 
compatibility. I've tried all die games on the 
Ugs; and "Apple 11 scries" now includes the 
new gs model. The bulk of each review 
describes the game, with the remainder devoted 
to critique, publislier information, pricing, and 
ratings. 

Comments and ratings reflect my evaluation 
based upon playing a game and, sometimes, 
watching as others try it. Each game is rated 



in five areas and "overall" on a ten-point scale: 
10=Superior (rarely awarded; indicates a 
breakthrough of some kind), 09= Excellent, 
fl7-Good, 05=Fair. 63 = Poor, 01= Rotten. 

Graphics (GRFX) is the first area rated. It 
concerns quality of artwork, clarity, impact, 
smoothness, speed, and realism. Good Support 
Materials (S.M.) include dear, thorough 
directions for play. In some cases anraaiveness, 
tutorial value, or effectiveness in creating 
'atmosphere' may be important. Playahility 
(PLAY) relates to how much extraneous activity 
is required to play the game. Good parsing, 
rapid "save" and "restore" functions, efficient 
menus, smooth controls, and readily available 
"Help" screens are featiues which enliance 
play ability. 

Difficulty (DfFF) is self-explanatory for 
single-player games. For others it relates to how 
much cffon is required to achieve a decent level 
of play. Unlike other areas, the rating here 
simply reflects "level of". An "8" is "very 
tough", which may or may not equal "very 
good". High Interest (INTR) games are good 
at attracting and holding pluyer attention. 
Typically, these are the advenmres yoii can't 
wait to continue and the arcades you play, and 
replay, for hours at a time. The Overall 
(GAME) rating amounts to a sunmiary of player 
rcaction(sJ during tryouts. For educationally- 
oriented games, a second sununary rating (/ED) 
of edut^atiunal vaJue is incltjded. 

In case you are relatively new to adventure 
gaming, here are a few guidelines which may 
help in selecting the best entertainment values: 
Text and picture-text adventures tend to he 
problem/puzzle oriented; so they are especially 
well suited to multi-player participation. Picking 
an attractive scenario is important, since for 



maximum enjoyment you must be willing to 
involve yourself in the game situation. Other 
adventures are beefcd-up simulations (flight, 
space war, etc) which usually incorporate low 
to medium difficulty action sequences. Some 
of these can be very long-playing, whereas 
Others are short duration contests offering high 
scores competition and midtiple replays. 
Finally, inap and map-maze adventures like the 
Ultimas., Questran, Rard's Tale. etc. all 
emphasize exploration, combat, and character 
development. Often these are the longest 
playing of games; so if you find one you like, 
you're in for many hours of fun. 



Airheart 




(Adventure Arcade) 
Compatibility: 128K lie, Uc, Ilgs 
Requirements: One disk drive, joystick 

When Marinus, Lord of the Sea, realized that 
his kingdom would soon full to merciless 
invaders his final arrangements were to protect 
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his only son . Locked in sitspendet) animation 
and surrounded by robot defenses, the prince 
may only be awakened by one brave and skill ftil 
enough to pass four great tests. For only witii 
such a one at his right hand can the prince hope 
to free his people- only with the hero to be 
known as "Airheart"\ 

As the challenge begins you are seated in a 
small, jet-powered one-gun skimmer craft in 
mid-ocean between the two "Home" islands. 
On each stands a solemn guardian; as one, they 
point to the open sea: "Bring us the sword", 
they command, and then vanish. If successful , 
you will subsequently be directed to recover a 
goblet, a harp, and finally the prince himself. 
Each item retrieved eanis an extra life and adds 
to your score. Losing your last life ends the 
game; however, you may stUl qualify for High 
Score honors (saved to disk). 

All of Ihe tests follow tlie same format. You 
must track your u^ay (above or below die 
surface) to tlie "Treasury" island, defeat the 
robot defenders, board the island to retrieve the 
object, and retuni to the Home islands. Since 
your crafE is vulnerable to being shot out from 
beneath you. on the way back there is a brief 
robot-fighting contest to win an extra skimmer. 

The higher the task, die tougher and more 
numerous the defenders. These include seven 
types of buoy -shaped machine that can bump 
you, fire bullets, suck up your skimmer, and 
send out suffocating bubbles, among other 
talents. Knocking out robots takes a bit of 
practice, since you must control shot distance 
by tilting your eraft; and. naturally, the robots 
are always in motion. Finally, even after potting 
one of these turkeys, you have to quickly scoop 
up the leftover "pod"; otherwise, the robot 
regenerates! 

This is the first double hi-res arcade I've 
seen: so the colorful, detailed, smoothly 
ammated graphics were something of a surprise. 
Add good sound, and the result is u very 
attractive presentation; ju.st watching the demo 
sequences is a treat. The acid lest, of course, 
is to tackle an actual mission. With good ."speed 
and responsive controls for till, up/down motion 
via jets, and full-circle horiiontal motion, the 
skimmer is fun to fly and fight. Brought to you 
from the creators of Choplifter, Droderbund's 
Airheart is a solid arcade challenge sure to 
become a classic. 

Avaiinble from: Bnxlerbund, 17 Paul Drive, 
Sail Rafael. CA 94903. (415) 479-1700, 534,95 

GRFX S,M. PLAY DIFF IMR GAME 
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Wizard's Crown 

(Map-Maze Adventure) 
CompatibUity: 48K Apple U, U f , lie, Ugs, Ul 
Requirements: One disk drive; second drive, 
SpeeDemon optional 

For centuries the Fellowship of Wizards 
ruled glorious Arghan wisely and well, an 



achievement due in no small way to an artifact 
known as "The Crown of the Emperor". Great 
power is conferred with the crown's wearing; 
so diis privilege was regularly rotated among 
the Fellowship- that is, imtil one wearer decided 
that he would just as soon keep it for himself! 
Thus did Tarmon, Wizard of Thunder, provoke 
a war of magic, monsters, and steel from which 
Arghan has yet to recover. 
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In this SSI fantasy your party of up to eight 
worthies sets out to recover the crown, stUl 
worn by Tarmon, who has modestly renamed 
it the "Wizard's Crown." Your base of 
operations is an inn located within the walled 
core of the once great city state. Here you find 
buyers and sellers of weapons, armor, and even 
magical services, along with training grounds, 
shrines for healing, and taverns to btmst raorale- 
in short, cvcrythmg needed to launch a first 
class quest. Tarmon, meanwhile, is securely 
enscounced in his eastlc deep within the vast, 
monster- infested Ruins to the south. Though 
you must ultimately face down the evil wizard 
on his home mrf, most of the game is concerned 
with improving your characters, obtaining 
better equipment, gathering information, and 
locating certain key artifacts. 

Wizard's Crown involves a good deal of 
moving ahont, usually as a single warrior figure 
on the large, scrolling Ultima-type map. 
Exceptions are during combat and exploration 
of a few important sites, when party members 
and any adversaries show up as individuals. At 
such times you can direct each character's 
movement and actions via single-key 
commands. If outdoors, walls, trees, ponds and 
other terrain features may appear; white in a 
room, objects like tables, chests, and bookcases 
will be shown. You can almost always execute 
a search, and may, to a limited extent, 
manipulate and sometimes take items. For many 
players the major benefit of such detail will be 
the unusually involved combats, with your 
stalwarts maneuvering around obstacles, 
isolating groups of monsters, and smashing the 
enemy with tactical brilliancies (though you 
may opt for rapid, no-tactics "computer 
resolution "). Detail also adds a depth and 
richness more typical of picture-text adventures, 
nowhere more evident dian in the game's finale. 
Tarmon 's castle is a sprawling, multi-level 
affair replcat with hidden passages, traps, 
puzzles, real dungeons, and a wicked litfle maze 
that will dnve you righl up tiie wall unless you 
can find the map. Virtually a second adventure, 



the 'castle quest' is more involved than some 
complete games. 

Offering clear, attractive graphics, adequate 
save/reslijre, and decent speed, Wizard 'a Crown 
reminds me of my current Nth-modification 
version of Instant Software's venerable Santa 
Paravia- i.e., the game is an incredible kluge 
which just happens to be fun to play . E;(iensive 
character development inc<irporates the usual 
"fighter' ' . "sorcerer' ' , etc. professions, 
attributes, and some thirty "skills;" yet an 
elaborate system for weapons grading and 
improvement makes "what you've got" ftiliy 
as crucial as "who you are". While there are 
all sorts of spells, magic is not very unportant; 
and one profession, "ranger", confers skills 
which are never practiced. Top all diis off with 
rambling, poorly organized documentation- but 
add a touch of humor- and. shazaml. you have 
a long-playing, thoroughly enjoyable adventure. 
Available from: Strategic Simulations, 1M6 N. 
Rengstorff Ave., Mountain View, CA 
94043-1716. (415) 964-1353. S39,95 
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Elite 




(Space Flight/Combat Simulation/ Adventure) 
Compatibility: 64k Apple II + , lie, lie 
Reqitiremenis: One disk drive, joystick optional 

In a two-thousand world, multi- species 
civiliz.aiion there are many paths open to those 
unwilling to become 'planet bound'. Few, 
however, can rival the freedom, challenge, and 
opportunity for glory offered by life as an 
independent trader. Firebird's "Elite" places 
you at the helm of your own ' "Cobra' ' class 
fighter-trader craft. You begin with only IM 
credits, enough hyperspace fuel to reach several 
neighboring planets, and a rating of 
"harmless". (Which, with only a single, front- 
mounted pul.i;e laser, pretty well describes your 
situation.) Ostensively. your only aim is to 
achieve "Elite" status- no easy feat, since 
ratings are based solely upon hard wosi combat 
kills, but there are hints, supplied in an 
accompanying novelette, of sfill greater goals. 
Thus, you are lured by tales of a mysterious, 
Elite-only organization known as "The Dark 
Wheel" ; and legends refer to a mymtcal planet. 
Raxxla, said to be a gateway to the knowledge 
and wealth of other universes! 
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£"/(Je's universe spans eight 250-planet 
galaxies. Each plaDct trades in a variety of legaJ 
and contraband goods ranging from staples 
through luxuries, and raw materials through 
high-tech devices- seventeen in ali. Prices vary 
depending upon sucli characteristics as 
government (anarchy, feudal, ..,), inhabitants 
(insects, birds, human, ,.,), main products 
(agricultural or industrial), and development 
{tech levels 1-14). Tech ieve! also determines 
availability of such equipment upgrades as more 
hold space, better weapons, fuel scoops, extra 
energy banks, an intcr-galactic drive, etc.. 
These, in turn, improve efficiency and combat 
performance, allowing more profitable 
commercial ventures and greater freedoiii to 
explore. A host of factors, especially 
government and cargo, affect the hazardous ness 
of trade. For example, a "harmless" rated 
beginner who approaches an anarchy planet 
widi a cargo of narcotics might just as well press 
"destnicf; hut few pirates will be encountered 
near corporate state worlds, especially with 
cargoes like wines or fiirs. 

All buying and selling occurs on orbiting 
space stations; you never actually land on a 
planet. Docking, hyperspace jumps, appioach, 
and any combats arc handled via comprehensive 
controls including speed, dive/climb, and 
rotate- all in fiill 3 -space- with button-activated 
laser fire and keyboard missile targeting and 
launch. The cockpit display includes a large 
view of nearby space plus an excellent radar 
screen and indicators lor shields, energy banks, 
speed, etc.. To aid in route planning, hi -res 
"Current Galaxy" and "Local Star Group" 
displays with 'star- finder' cursors allow 
immediate access to data (except prices) on any 
of some 250 planets. 

Featuring fast 3-D line graphics, efficient 
save/restore, and a cleverly arranged data base, 
Elite is a well-executed blend of trading 
strategy, arcade, and mystery. Combats, which 
may involve otie or more of several types of 
opponent.?, are very realistic with ship.'; zooming 
in, laser fire tracers and good sound cues for 
hits and misse.?. Arcade ace skills are helpful; 
but success depends niore upon combateer 
smarts and equipment than quickness. There are 
some interesting surprises, touches of humor, 
and you don't have to be a 'good guy' to make 
progress. (Still, though piracy can be exciting, 
it really doesn't pay well.) Supplied with a 
flight manual, ship ID chart, and an 
entertaining, hint-packed novelette. Elite 
delivers what all those bogus trekkie spin-offs 
only promised- a super long-playing, action- 
packed, incre.dibly addictive space adventure 
good for galaxies of fun. 
Available from: Firebird, P.O. Box 49, 
Ramsey, NJ 07446. (201) 444-57W. S34.95 
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Rings of Zilfm 




fln oldj ueatherbeaten :^hac^ | T ♦JHoun: 



iLOOK BOX 

This bpx is used for sluicin? gold 
frgn rivers. 



(Picture/Text Adventure) 
Compalibilily: 48K Apple II series 
Requirements: One disk drive; joystick optional 

As Kip Star, former Texas Ranger, you've 
spent a few peaceful years just wandering 
around the West. Then, one day, you hear that 
an old Ranger pal, James Badland, is ilxin' to 
get himself hanged down in Mexico! In 
DataSoft's Gunslinger your mission to prevent 
an unfortunate miscarriage of justice soon 
mushrooms intoamini-war with the dangerous 
Dalton brothers; and you know, for sure, 
there's rto hangin' up your irons 'til the Big 
Showdownl 

With over one hundred hi- res frames 
Guns linger takes you to ghost towns, saloons, 
abandoned mines, army forts, Indian villages, 
and more. Tliroughout, your main concerns are 
gathering information pointing to your next 
destination and finding or trading for needed 
items. Often, too, you wUl need money to buy 
supplies, pay for tickets, and similar necessities. 
Gambling is one way to wealth; another, 
slightly safer, route is working "mined-out" 
gold diggings. Either way. make sure your 
sixgun is loaded and loose in the holster. One 
slip and It's your money AND your lifel 

A remarkably violent beginning-level 
adventure, the game offers multi-position 
.save/restore and employs simple, yet entirely 
adequate parsing. While most players will 
prefer keyboard entry of text, the joystick 
controlled "word-selector" option does allow 
you to scroll through all operational verbs, 
nouns, and prepositions (i.e. a sort of built-in 
hint generator). Featuring a plethora of puzzlets 
and almost as many well-drawn pictures as 
cliches, 

Gunslinger is sure-shooting fun for new 
advennire gamers. 

Available from: DataSoft, 19808 Nordhoff 
Place, Chatsworth, CA 91.11 1. (SIR) 886-5922. 
$29.95 
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(.'Animated Adventure) 
Compaubitity: 48K Apple II, lI-(-, He, figs. III 
Requirements: One disk drive; second drive, 
SpceDemon optional 

'I, a fiend of darkness, will bring back the 
greed and hate and pain that makes a proper 
world. To achieve this exalted task I declare 
myself overlord of all I survey. ALL IS 
NOBLE DARKNESS!" Well, it'.'; nice to know 
where you stand: and, in conquered Batiniq, if 
one is not a minion of the evil Lord Dragos, 
one's prospects are all too grim. In SSI's Rings 
of Zilfm you are a simple youth marked by 
newly discovered magical abilities a,s the only 
one who might, some day, challenge the most 
powerful of necromancers. 

Created long ago by well-meaning Zilfin 
wizard's, the twin Rings, when worn together, 
confirm .^iupernatural power- just the thing for 
doing in an evil arch mage. One ring is lost 
somewhere in Batiniq; which may be just as 
well, since the other is held by Dragos, who 
W'ould like very much to have them both! While, 
sooner or later, you will have to secure the pair 
(hopefully for yourself), this proves a distant 
concent in what tunis out to be a somewhat 
involved, very long-playing adventure. 

The game's dJstingtiishing feature- that which 
most obviously sets it apart from otlier fentasies- 
is the extent to which animation is employed, 
not jnsi to add isolated touches of arcade 
pizzazz, but as a kind of glue which holds 
everything together. When traveling between 
towns (castles, etc.). you arc shown as a 
walking figure against a scrolling backdrop. 
Along the way you can stop and pick valuable 
plants or, perhaps, gamer information from 
passing monks. At night the .sky darkens and 
you can make camp, though often you will have 
to unljmber your (rusty bow to fight off attacks 
from the air. Swordplay or magic is the only 
way across demon-patrolled bndgcs or through 
clearings and other places guarded by other 
deadly adversaries. Casdes, caves, towns, etc., 
all richly illustrated, offer even more varied 
encounters. Here you engage in trade to fatten 
your purse, buy weapons and supplies, sell 
gems won from raonsieni, dig for information, 
and obtain key items. Occassionally, you may 
have to dispatch fanatic followers of the dark 
path; but you will also meet per.sonages vital 
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to your quest and have an opportunity to 
increase magic or sword skills. 

Boasting attractive artwork, efficient 
save/ restore, and good use of sound. Rings of 
Zilfin is a unique melding of arcade, picture- 
text, and map adventure forms, wliicli plays 
much like a very lively, colorful, and involved 
version of each. Most entries are single-key 
commands; character development is important, 
and you need to Iceep an eye on such items as 
hit points and food supply. Good mapping is 
essential, as are notes covering everything from 
obscure clues through prices of trade goods- few 
games, iJi fact, are so demanding yet so much 
fun to play. Accompanied by clear, wcll- 
oigaiiized documentation, Rings of Zilfin is a 
genuine breakthrough in game design, definitely 
among the year's top entertainment values. 
Available from: Strategic Simulations, 1046 N. 
Rengstorff Ave., Mountain View, CA 
94843-1716. (415) 964-1353. $39.95 
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Nine Princes in Amber 



Vou pluniE in at ter 
your coHpanions. To 
your surprise, you 
see steps leading 
down through the 

■ il clp.ir uiiter. 
■e 15 far 
ahead, RandoM 
folloHing «ore 
sloMl'i. flour head is 
soon couered by 
Hater. Hpxt to you 
RandoH appears to be 
breathing norHa ly. 
"Tt'5 tipsth if m\ 
and (Ifdlti if 1 
stay," tie says 
ytuHly, but 
continues Makins his 
Hay doHt* the 
staircase. Voo hear 
the horspMen behind 
you. 



(Picture/Text Adventure/ Novel) 
Cmnpaiibiiiry: 64 K Apple U series 
Requirement:!: Oiie disk drive; second drive 
optional 

Granted, there is nothing especially bizaarc 
about about waldng up in a hospital room with 
a cast on your leg. Bui when you subsequently 
smash a hypowieldmg killer senseless with a 
single punch, rip off the cast, and walk out as 
good as new- well, that's a different matter. In 
Teiarium's adventure game production of Roger 
Telazny's first two "Amber" stories, you begin 
as ihc victim of an auto "accident" which jogs 
long dormant memories of an ama7ing personal 
history and of a place called "Amber". 

A jewel of a city shining in medieval 
splendor, only Amber is real; other "realities" 
are but reflections or "shadows" . As Corwin, 
a prince of Amber, yon have many gifts (such 
as cxtrodinary strength); but most important is 
the ability to "walk through shadows"- in effect 
creating alternative realities. Your brothers and 
sisters, alas, are similarly gifted; and, with the 
throne vacant, all arc engaged in a deadly, 
cutthroat competition for power. Now you will 
return to Amber and "walk the Pattern" to fully 
restore your memory and powers. Then, just 



maybe, you can iHanage tosieze the throne for 
yourself! 

Nine Princes in Amber is an attractive 
presentation offering good artwork, music, 
adequate save/restore, and elaborate prose. 
However, except for a clever little puzzle to 
challenge your pattern-walking savvy , the game 
is slavishly faithful to the original story line, 
hardly qualifying as an ' 'adaptaUon " at all . Tliat 
Telarium would bother to claim "...there are 
forty possible final endings" is us good a tipoff 
as any: thi.s i.s a highly structured, low player 
initiative piece of gaming software. I've tried 
numerous deviations from the original line; and, 
so far, all have led quickly to unfavorable 
endings, usually fatal. 

While there is some attempt to simulate the 
bargaining, making and breaking of alliances, 
and other wheeling-dealing (i.e. the real 
"meat" of the Amber series), anything 
remotely involved is beyond the program. More 
often than not, a non-committal "SHRUG" is 
sufficient to move things along in the right 
direction. With minimal parsing operating 
mainly as a page-turner. Nine Princes is one 
way to explore the world of Amber; a better 
approach is to read the books. 
Available from: Available from Telurium: One 
Kendal] Square. Cambridge, MA 021.19. 
(617)^94-1200. S39,95 
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Tass Times in Tonetown 
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You're in s snail cauErn, 
before a ud I I oP oages 
oonto I n ins m l I d , 
terrifying anirrisls. To th^ 
west , 3 d i ra I y lit tunnel 
heeds into the blackness. 
tMoreli 

(Adventure) 

Compatibility: tj4K Apple II series 

Requirements; One disk drive; joystick, mouse 

optional 

Like many amateur experimenters, Gramps 
has long been fascinated by such exotic 
phenomena as eloptic rays, lime warp.';, and 
alternate dimensions. So, when you arrive for 
a visit only to find his lab humming and Gramps 
gone, only one conclusion is possible: somehow 
Gramps made his transdimensional hoop work! 
Concerned that he may be in trouble, you snatch 
up his pet dog .Spot, head for the hoop, and leap 
to the rescue. 

Tass Times transports you to a wierd, 
musically-oriented community called 
' 'Tonetown". Here guitar piclcs are tlte medium 
of exchange and you are well advised to spend 



a tew getting "tone" at local apparel vendors. 
Otherwise, you won't look "tass" (i.e. cool, 
hip, etc.) and may wind up just another 
vanished tourist. Ln such an odd setting you are 
too relieved to be mystified upon finding that 
Giamp's pet has emerged as Ennlo, dogwonder, 
star reporter of the town's only newspaper, and 
an invaluable guide. 

The plot thickens with the discovery that 
Gramps has been here, that he has vanished 
from Tonetown, and that he was last seeti 
arguing with Mr, Franklin Snarl, a mean- 
tempered wheeler-dealer land developer, who 
happens to he a man-size snake with fangs! Just 
what IS going on at Snarl's estate',' What is the 
wetlands mystery? How do the cute little 
"blobpets" figure in? And. as long as you're 
turning up more questions than answers, why 
not apply for a reporter's job with the 
"Tonetown Times"?! 

Tass Times offers nicely done, animated 
artwork, good sound, and an interesting input 
option. Entries may be in text or you can move 
an on-scrccn cursor to point out items you wish 
to take orex,'5mine. Parsing is adequate, since 
no complicated manipulation of items is 
required; and an efficient multi-p<isition 
save/ restore option is a great aid when it comes 
to trying something risky. A solid, well-planned 
mystery with lots of curious places lo explore, 
Tass Times in Tonetown is guaranteed to "tone 
up" your leisure hours. 
Available from: Activision. P.O. Box 72S6. 
Mountain View, CA 94039. (415) 960-0410. 
$39,95 
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Auto Duel 
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Poller Plant XI 



(Arcade Advenmre) 
Compatihiliiy: 64 K Apple II series 
Requirements: One disk drive, joystick 

If h the 21st century, a time when national 
govemments have dissolved into a kind of 
controlled anarchy, Cities and the larger towns 
maintain order within their boundaries; but 
outside, along the vast, vitai network of roads 
and super highways, only the strong survive, 
and right-of-way goes to the biggest gun! 
Marketed by Electronic Arts, Origin Systems' 
Auto Due! gives you a shot at fame, fortune. 
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and, just maybe, the chance to carve out a few 
legends. 

Set in the Northeastern U.S. of 2030 A.D. , 
the adventure embraces sixteen cities and a 
highway system spanning eight states and the 
District of Columbia, Ualess continuing a saved 
game, you begin in New York, on foot, with 
$2000. Your firsl priority is a decern set of 
wheels, but two grand will barely pay for an 
unarmed deathtrap. It wj]], however, lake care 
of several days room and board, buy a suit of 
body armor, and cover practice fees at the local 
auto dueling arena. Here a quick check of the 
events schedvde reveals thai loniglu is "amateur 
night" (what luck!); and you can risk your neck 
in an arena -supplied, one-gun "killer cart" for 
the S15S)0 prize money. Thus begins your career 
as an auto duelist, widi days spent traveling 
from city to city by bus and nights filled with 
deadly competition. Success brings prestige, 
boosts in "driving" and "marksmanship" 
skills, and money for the sort of machine you 
can take out on the road or enter in more 
advanced, higher payoff, dueling events. 

As a full-scale adventure, Aula Duel 
incorporates much the same character / 
equipment development, buying and selling, 
and exploration elements one nonnally expects 
to find, plus a very strong arcade action 
emphasis. Except when moving around in a 
city, you view a combat-type display showing 
your cur (and any others nearby) on smoothly 
scrolled scenery along with a small radar screen 
and indicators for weapons and armor status, 
speed, and mileage. While any single, primary 
goal is left for players to discover, an interesting 
feature is that the three occupations appear to 
be viable routes to different kinds of 'ultimate' 
success. Ar a duelist yon can aim to win city 
championships, perhaps at all nine arena 
locations. As a courier you can graduate to 
mysterious "special assignments"; and as a 
road warrior/ scavenger your main target is the 
elusive outlaw known only as "Mr. Big", 

Supplied with detailed manual, reference 
card, and even a neat little toolkit, Aiuo Duel 
is innovative and attractive, but also seriously 
flawed. Resmning a saved game wipes out your 
saved character, only resaved via a "QUIT" 
(whereupon everything simply freezes)- so 
hours of progress can be lost lo a power glitch 
or by getting killed (ail too easy). Such 'rough 
edges' are annoying, but the real problem is 
with combat. Unresponsive controls, mediocre 
weapon effects graphics, and lackluster sound 
put a real damper on fiin. Evidently, your low- 
in itial "driving skill" number CAUSES your 
car to handle like a boat- that is, a beginning 
driver must actually demonstrate more arcade 
ability than an experienced duelist to achieve 
the same result! Very promising and Uius all 
the more disappointing. Auto Duel is hardly a 
wreck; but it isn't a 'performance machine' 
either. 

Available from: Electronic Arts, 2755 Campus 
Drive, San Mateo, CA 944(33. (4 15) 571-7171. 
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The den is Filled mth contexpoi-di y 

chairs and a sofa, Vou see an expensive 

stereo and a television. One Mall is 

lined Hith bookshelves. In another 

corner stands a potted pain tree. There 

ir; 3 glass door which leads out to the 

terranc, and another door uhich is 

closed. 

LOOK BOOKSHtLtfLS 

The bookshelf is coyered uith an 

assortKsnt of books, froM cookbooks to 

JroHnim. One book is pulled out 

;liQhtlu. 



(Picture/Text Adventure) 
Compatlhilln: 64 K Apple II series 
Requiremems: One disk drive; second driVe 
optional 

When Perry Mason agrees to defend Laura 
Kapp, arrested for the murder of her 
restaurateur husband, Victor, there is really 
only one question. Since his client is obviously 
as pure as the driven snow, who did it? In 
Teiarium's Perry Mason: 'Ihe Case of the 
Mandarin Murder you take the role of the famed 
attorney, ably assisted by investigator Paul 
Drake and your secretary, Delia Street. As 
usual, it looks like everything is stacked in the 
pro.^ecution'fi favor; and if you can't nail the 
real murderer, little Laura could take the Big 
Fall! 

In several respects an unusual sort of 
adventure. Ferry Mason is arranged in two 
major phases: investigation and trial. (Just like 
the TV series.) Smce poor Victor was found 
shot to death in the Kapp's swanky apartment 
(with an unconscious, gun-wicldtng Laura 
nearby), you begin with a room-by -room serch 
for dues. Whether you follow Sargent 
Holcorab's admonition not to remove anything 
is your decision; but it's important to get a good 
look at everything now, since it may be your 
last chance. Probably, visiting your jailed client 
is a good idea; and you will definitely want to 
call on Drake's expertise and Delia's talent for 
persuading hesitant witnesses. 

One thing you don't lack is suspects. Besides 
the doorman, and a restaurant critic, there's an 
ex-business partner and M argot Duboq 
(Victor's mistress?), whom Drake describes as 
"a curvy little croissant"'- among others. 
Remember, you liaven't got all year lo check 
out these characters. In thi.s game the wheel.'; 
of justice grind like a chainsaw; and before you 
know it, you're in court. 

The coup de grace, one way or the other, is 
delivered in the courtroom. Here you may call, 
examine, and cross-examine witnesses, 
introduce evidence, and even engage in your 
justly famous theatrics. Paul and Delia are still 
ready to help; but D,A. Hainiltou Burger is a 
tough adversary, so don't be overly discouraged 
if things don't pan out the first few times you 
try the case. (Laura's the one who should be 
discouraged!) 

Telarium has expended a good deal of effort 
to make its mystery/ trial adventure both 



playable and realistic. Parsing is entirely 
adequate, especially with accompanying word 
lists, a chart on "sentence building", and 
explicit descriptions of game courtroom 
procedures. Offering good an work, muhi- 
place save/restore, and surprisingly detailed 
characters. Perry Mmon Ir an innovative, 
challenging, and entertaining approach to long 
popular themes. 

Aviiilabie from: Telanum. One Kendall Square, 
Cambridge. MA 02139, (617)494-1200. 
$39.95 
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Breakers 

(Text Ad venture/ Novel) 
Compatihiliry: 48K Apple II series 
Requiremems: One disk drive: second drive, 
128K, 80-colunm card optional 

Remember all those sci-fi flicks about kindly, 
peace-loving abens getting kicked around by 
greedy, hard-hearted humans'^ Well, now you 
can REALLY start to feel sorry for the aliens 
because in Broderbund's 5 1 st century Breakers 
scenario, that's just what you are. As to how 
a little golden-skinned "Lau" native of Borg 
comes to be marooned and in hiding on an aging 
colony station orbiting his home planet- tlial's 
easy. You and five of your pals came to this 
mining company -dominated rust bucket to lodge 
a complaint! 

Set in an obscure comer of Slug Nubula, 
Breakers involves the often mysterious interplay 
of several groups and individuals active both 
on Borg and its man-made satellite, "Nimbus". 
First, there's United Mining Combine, which 
maintains a large (expensive) security force of 
brutal "gak" police on the station. This. Uiough 
Borg has lung been mined-oui and no ore has 
been shipped for months. So why is a high- 
powered executive running the UMC operation; 
and just what is the company really af^er?- no 
one is saying much. On the other hand, swarms 
of punk rock hippie motorcycle outlaw types, 
called "breakers," hardly bother to conceal 
their own illicit enterprises. While one gang on 
the planet harvests "Magic" (a powerful 
narcotic employed hy Lau shamen) and 
occassionally snatches a few natives; another 
gang on Nimbus handles distribution of the diug 
and makes some extra bread shipping the cute 
little Lau out to well-heeled .socialites as 
fashionable pets! 

Annoying, to he sure, yet such everyday 
atrocities pale to insignificance beside the actual 
reason for your people's protest. According to 
ancient Lau itadition, all life on Borg is 
periodically destroyed as the resuh of collision 
witli Garbo. a mystical planetary twin which 
shares Borg's orbit. Only the Lau and any life 
forms near their enclave are saved, thanks to 
an elaborate ceremony centering around .sacred 
"Elements" which must be gadiered just prior 
to collision. Though no Terran instruments have 
ever detected Garbo, you know it exists and lliat 
the next meeting of the planets is scarcely days 
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have somehow interferred with the gathering 
process, perhaps unwittingly collecting the 
Elements themselves. Thus, the delegation to 
Nimbus and your own hazardous situation as 
the only Lan to escape being mugged upon 
arrival. AH of the breakers aren't outlaws, and 
a visting magazine reporter may help; but one 
thing is clear. Only a little time remains to locate 
the Elements and avert total disaster! 

Supplied with a nicely illustrated, 
information -packed scene-setter novelette. 
Breakers certainly boasts one of the more 
labyrinthine of computer adventuring scenarios. 
Happily, the game is somewhat more open to 
player initiative, with better-developed players, 
improved parsing, and less ponderous prose 
than earlier "Electronic Novel" releases. You 
will still have to put up with excessive disk 
acces.s and looking up key words for each game 
restore- a real pair of ant i- features. Breaker :>, 
fortunately, i.s enough fun to be worth the 
bother. 

Available from: Broderbund, 17 Paul Drive, 
San Rafael, CA 94903. (415) 479-1700. $44.95 
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SpeUbreaker 

(Text Adventure) 
Compatibility: 48K Apple 11 series 
Requirements: One disk drive; second drive 
optional 

Having crunched the evil warlock Krill to 
win your wizard spurs, and junked Jecarr, the 
evil denion. to achieve leadership of the Circle 
of Enchanters, you are as ready as you'll ever 
be for the "fitial conflict between good and 
evil"! (promises, promises...) Once again a 
crisis has befallen the kingdom, as spells flop, 
rat ants run wild, and everywhere there is chaos 
and confusion. But it is at an emergency 
conclave of the Guild of Enchanters that the 
final blow of your mysterious adversary's 
opening moves is delivered. For scarcely have 
the masters concluded Uieir litajiy of woes when 
the hall is sucidcnly filled with a host of 
jibbering new-ts, toads, and salamanders. 
NormaUy, such opportunistic showing off 
would incure an appropriate reprimand from tlie 
guildmastcrs. Unfortunately, except for 
yourself, these bleeping terrarimii dropouts 
ARE the guildmastcrs! 

As volume three of the Enchanter Saga, 
Spellbreaker continues a series tradition; that 
is, the game bears remarkably little resemblance 
to its predecessors. To be sure, some of the 
persona, such as your venerable mentor Belboz, 
are familiar; as are placename references 
(Flathead Mountains, etc). You still begin with 
a few stock spells such as '"FtoIk" to make 
something give off light, and "Gnusto" to 
transfer spells from scrolls to your spell book. 
Too, spell scrolls remain among the more 
valuable items you can find. The differences, 
however, are striking. First, the game landscape 
is mostly broken up into many, very different, 
three to five- room pockets. The guildhall area, 



a grue cave, and a volcano are examples. 
Transport among these pockets is effected via 
application of the "Blorple" spell on featureless 
white cubes. So blorplmg one cube might take 
you to the "Air Room;" whereas blorpling 
another would zip you to the grue cave, fhere 
are many of these cubes to collect and (hint) 
a clever box that can help you tell one from 
another. 

Pitting you against the most elusive of 
adversaries, Spellbreaker is certainly deserving 
of Infncom's "advanced level" rating. 
Vengeful idols, giam rocs, and sneezing ogres 
are just a few of the colorful characters you will 
encounter, each involved in one oi another 
puzzle within puzzles. Parsing is necessarily 
very good; and. with fast, mult i- position 
save/restore, testing solutions is a snap. 
Typically, die game is well supported widi such 
goodies as an enchanter's guild pin, famous 
wizard trading cards, and a Magic Equipment 
Catalog chocked with great gift -giving ideas 
(e.g. "What can we say about die wonders of 
lizards that hasn't been said already?" ...so 
tnie). Logical, long-playing, and with a nice 
touch of humor. Spellbreaker is a worthy 
continuation of the best text adventure series 
ever published. 

Avaihibk from: Infocoin, 125 Cambridge Park 
Drive, Cambridge, MA 02140. (617) 492-1031 . 
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Murder on the Mississippi 

(Adventure) 
Computibilily: 64K Apple II sert^ 
Requirements: One disk drive 

Everyone knows that when a famous 
detective lakes a vacation diere's sure to be a 
juicy murder. So when the renown British 
sleuth, Sir Charles Foxworth, and his faithful 
sidekick Regis board the "Delta Princess" for 
New Orleans, it's a sure bet that somebody's 



ticket is going to be punched, permanently. In 
Activision's Murder on the Mm'i'iiv'pp/ you are 
Sir Charles, challenged tn discover the foul 
deed, gather evidence, and nail the culprit- all 
on shipboard- With only three days to New 
Orleans every minute counts; so you best get 
cracking! 

Employing four-quadrant joystick controls 
for movement and a scrolling hi- res display. 
Murder merges an arcade look and feel with 
die deliberate pace and puzzle-busting emphasis 
of an adventure. You and Regis actually walk 
along the four decks of the "Delta Princess", 
move about inside cabins searching for clues, 
and may even tlireet a passenger or crewman 
to accompany you. 

There turn out to be eight prime suspects 
including the .straighi-laced captain, an infamous 
judge, a flitatious souUiern belle, and five otliei's 
JLisi as colorful. While gathering clues ts 
essential, it is die collected statements of your 
suspects, especially about each other, which 
LiUintately spell the evil-doer's doom- that is, 
if you are clever enough to see the pattern, but 
not too clever for your own good. Fading into 
a trap can have nasty consequences; and, of 
course, an unsubstantiated or mistaken 
accusation can get you tossed off the boat. 

Murder on the Mississippi is a well thought- 
out advcnoire mystery just slightly burdened by 
sluggish controls. .Since the only real puzzle is 
'who done it', menu-driven search and 
questioning options are more than adequate. 
Game save/restore functions work well; and a 
nifty scheme for in-program, on-screen note - 
taking frees you from most paper and pencil 
work. The game is a bit slow to stan: but once 
die clues start rolling in, tliis Is one you'll have. 
trouble turning loose. 

Available from: Acti vision, P.O. Box 7286, 
Mountain View. CA Q4fl19. (41.S) 960-0410. 
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Alter Ego 




(Life Simulalioii/Advenlure) 
Compmibiliry: 64K Apple n series 
Rcquiretnenix: One Uisk drive, joyslick uptional 

While most entertainmeat software iransports 
the player to exotic senings and bizaar 
circunistances, a few packages traffic in the 
mundane, familiar world of everyday 
experience- One such is Aclivision's Alter Ego, 
a life simulation which invites you to play 
"what if". What if you were a more (or less) 
adventurous teenager? Suppose you had chosen 
a different career? or a differeiu spouse? ...In 
Alter Ego your goal is to experience, grow, and 
be true to yourself- whoever that may be! 

Unless continuing from a saved position, yon 
begin with a questionnaire to define a 
personality; or you may have the program 
create one at random. The resulting profile 
outlines tendencies in twelve areas (confidence, 
intelligence, social skills, etc). Updated 
throughout the life of your character, the profile 
is the major factor in deciding which 
experiences are available and whether any 
responses are 'out of character' and dius 
rejected by the program. 

Play may commence at aiiy of seven life 
stages from birth and infancy through 
adolescence, adulthood, and old age. In each 
stage you seek out experiences by moving along 
the scrollable "life map" onto tokens 
representing various types of episodes. A bean, 
for instance, equates with emotionally charged 
situations; a man with ladder indicates work 
experiences, etc.. Unless a selected episode is 
too advanced for your current level of 
development, it will be presented along with 
response options. A brief discussion of result; 
follows your choice and ihe profile is 
automatically updated. (You can check your 
progress at any time by 'clicking' die "status" 
token.) Every stage includes many non- 
replayable "life experiences" with repeatable 
"lite choices'" (those concerning dating, 
college, marriage, etc.) available as 
appropriate. Assuming you don't fall out of a 
window, get yourself shot, or oilier wise push 
your luck too tar, when you reach a given ^e— 
ready or not— it's onward to the next stage. 

Offered in separate, three-diskette, male and 
female versions, Alter Ego is an attractive, 
smooth-n]nning production; though not one 
entirely free of psychological glitches and 



contradictions. I doubt, for instance, that any 
child ha.s ever viewed a dog as a "hairy man". 
Nor does it seem correct to characterize a 
teenager's decision not to interfere in an armed 
holdup as "fearful", whereas intervention is 
labeled "brave", (How about "reasonable" vs. 
"stupid"?!) ^^■hy does the personality 
questionnaire ask if the player i.s going to 
respond trutlifully?- you couldn't generate 
much of an "alter" ego if yo\i did— and why 
is (he player warned beforehand of sexually 
explicit episodes but not violent, life-threatening 
ones? Perhaps players should simply be warned 
that, whUe some of die episodes are interesting, 
even a bit spicy, most are rougldy as sumulating 
as a "Father Knows Best" rerun, and just as 
predictable. Tlie minor variations on everyday 
experience allowed in this ultra -mundane 
simulation could be instructive in a classroom 
setting; but, as entenainment, the appeal is 
strictly to those for whom the best fantasy is 
die least fania.sy. 

AvuihihU' from: Activision, P.O. Box 7286, 
Mountain View, CA 94«)39. (415) 960-0410, 
$49.95 (specify Male or Female version). 
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Shard of Spring 




(Map-Maze Adventure) 
Compatibility: 64K Apple II series 
Requirements: One disk drive 

For centuries the enchanted shard, a piece 
of the long lost Life Stone, maintained a climate 
of eternal spring on the island of Ymros, 
Indeed, it continues to do so; but now at a heavy 
cost. For the evil sorceress Siriadne has seized 
the magical sliver; and, with the direat of Ihe 
shard's destruction, she extons ruinotL^ tribute 
from the people of Ymios, Years of poverty 
and roving gangs of the sorceres.s' monster 
minions liave gradually crushed all thought of 
resistance. Well, almost all. Even now a few 
brave young warriors and journeyman wizards 
have gathered, determined to recover the .shard 
and put an end to Siriadne' s tyranny! 

SSI's Shard of Spring is an Ultima / 
Quextran-vyp& adventure highlighting tactical 
combat, dungeon exploration, and character 
development. An active party may have up to 
five members, each of whom is either a warrior 



or a wizard. The primary measure of character 
growth is "level." Boosts in level increase base 
hit or base spell points, besides allowing 
acquisition of new skills. For warriors, the latter 
includes weapons use skills, armored skin, and 
karate, among otiiers. Wizards, on the other 
hand, may obtain access to whole new spell 
groups and areas of knowledge with skills such 
as "Fire Runes", "Wind Runes", "Potion 
Lore", and "Monster Lore". As in Bard's 
Tale, a character's level depends upon 
experience points, but advancement is granted 
only at warrior or wizard guilds located in just 
a few towns. 

Traveling cross-country or moving in a 
dungeon, your paity is represented by a warrior 
figure inside a 9x9 scrolling map insert. 
Whereas towns provide the expected supply, 
healing, rumor rmll, and R&R services, 
dungeons supply certain key items and 
information not otherwise obtainable. Also, 
only in a dungeon or the countryside can you 
encounter monsters, your source of gold and 
experience points. Encounters lead to combat, 
whereupon the display shifts to a closeup 
showing individual party members and 
monsters. Whether snake, ore, skeleton, evil 
mage, etc, each monster has attributes which 
determine its mobility, toughness, and offensive 
capabilities; and each is rated according to level. 
Since combat is about as flexible and easy to 
manage as one might hope and there's no time 
pressure, effective maneuvering takes 
surprisingly little practice. (And, if things look 
really bad, you can always run tor an exit.) 

Offering the best tactical combat of any major 
adventure, Shard of Spring also delivers a very 
fine magic system repleat with variously potent 
spells for attack, defense, healing, mformaiion, 
and transportation. Production values are a bit 
weak, as evidenced in sub-state-of-the-art hi- 
res text and stich glitches as mislabeling die total 
gold won in a combat as each player's share. 
While the manual is well organized and has an 
atiractivc cover, it is grossly Incomplete. There 
is no specific information relating to monsters 
and nothing is said about being able to walk 
through some dungeon walls. Still, such 
miscucs arc merely twthersome along.side a 
major problem with pacing. Basically, a player 
runs out of new things to do, new places to go, 
etc. long before achieving the experience points 
required to wrap things up and win. So, after 
many enjoyable hours of play, either you spend 
many additional hours wearing nits in the maps 
looking for fights, or you declare yourself 
"winner" and quit. Hopefully, SSI wdt 
seriously consider making the necessary 
revisions. For now, if too much combat is never 
enough for you, this is your game. 
Available from: Strategic Simulations. 1046 N. 
Rengstorff Ave., Mountain View, CA 
94043-1716. (415) 964-1353. $39.95 

GRFX S.H, PLAY DiFF IHTTR GAME 
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Inferno 



by Charles S. Taylor 



Inferno 

The Software Emporium 

P.O. Box 3232 

Tuba. OK 74101 

Requirements; 

Super lOB vl.5 
Blank dLsk 
Infemo program 

Inferno is a nin-of-lhe-miU icxt adventure 
game that is prohably not on anyone's hit list, 
but the general proeedure may interest some of 
the newcomers to softkeying. The technique 
used here will break a surprising number of 
disks. The firsi step I take to break a disk is 
to use the nibble editur of COPY II Plus. This 
Utility will find sector of any track and display 
the address prologue. On normaJly formatted 
disks the address prologue is D5 A A 96. After 
ihe address prologue, there is usually eighl 
intervening bytes and then the address epilogue 
(normally DE A A EB). Then comes a 
secondary "gap" (normally several FFs,) and 
u data prologue (normally D5 AA AD.) 

In a simlar manner, there is also a data 
prologue and epilogue. In order to write one 
sector (256 bytes) of data to a 16 sector disk, 
it is necessary to use 342 bytes of code between 
the data prologue and data epilogue. After 
identifying the address prologue, address 
epilogue, and data prologue, the next task is to 
find the data epilogue (normally DE AA 
EB) Copy li Plus facilitates this by displaying 
a memory address for the cursor location. By 
placing the cursor on the byte immediately 
following the data prologue, and adding $156 
(342 decimal = 156 hex) tn the number 
dis-played you can locate the data epilogue. 

Move the cursor to the number obtained by 
adding $156 to the display. The data epilogue 
is tiie next Ihree byles. This tusk is much easier 
if you have a caJcuIator that can perform 
hexidecimal calculations. (I use a Sharp 
EL-506P calculator, available for less than 



$20.) Try this on a normal disk a few times. 
It's easier than it sounds . 

Once you have identified these prologues and 
epilogues (or marks as they are sometimes 
known) you can use a utility program such as 
Super lOB and the Controller writer to copy 
the program to a normally formatted disk. The 
epilogues are represented by only the first two 
bytes when wriung a controller for Super lOB, 
but sometimes the EB of the UE AA EB is 
handy in locating the data epDogue. On some 
protected disks, you will be able to find the data 
epilogue, hut it will be more than $156 bytes 
from the prologue. The above technique will 
not work on such a disk. 

After copying die disk to a normally 
torrnatted disk, you have won half the battle. 
If you can catalog your new copy, many times 
you can determine the boot-up program, copy 
E)OS from the system master, change the boot- 
up prograin with Copy J[ Plus and you're 
through. Before copying DOS to your new 
copy, be sure to use the Track-Sector Map 
utility from Copy ][ Plus to determine if diere 
are files on track $02, If there arc, try copying 
the files to a formatted disk. 

Inferno did not have a normal catalog, so the 
tiext thmg was to search the disk for any 
references to the abnormal epilogues of DA 
AA. The easiest way to do this was to search 
the disk for occurrances of DA. then to look 
at the code surrounding the DA. I found LDA 
#$DA on track fi, sector 2, followed by a LDA 
#$AA a few lines later. On track B, sector 3, 
I found CMP ff$l>A twice, followed by CMP 
#$AA. After editing the DA's to DE's I had 
a working copy. 

Siiuiiiiary 

1} Using Super lOB with the controller listed 
below, copy Infemo to a normally fomiatted 
disk. Super lOB will also make the following 
sector edits: 

Track Sector Byte from to 

$013 $02 S9E $0A IDE 

100 $03 $35 $DA m 

m m 591 SDA $DE 



Note about Tarturian 

Highland Computer Services 

14422 S.E. 132nd 

Remon, WA 9M5S 

While using the nibble editor of COPY 1[ 
Plus on Tanurian. I noticed that that data field 
was very long. 1 soon realized that Tanurian 
was a 13 -sector format disk. Thirteen sector 
disks require 410 bytes to write a sector of data. 
Since I had just received COMPUTIST 32, I 
decided to try a shoncut and copy Tanurian by 
die mediod of Dave Stanton. He had written an 
all-purpose controller for protected 13 sector 
disks. I was rewarded for my laziness with a 
working, deprotected version of Tanurian. 

1) Type in the Hanley controller B on page 23 
of COMPUTIST #32, and follow the rest of 
that softkey. 

Inferno controller 

1000 REM INFERNO 

1010TK = .LT = 35 ,ST=I5 .LS=15 CD = Wfl 

:FAST= I 
1020 RESTORE ; GOSUB 190 : GOSUB 210 ; GOSUB 

170 : GOSUB 490 : GOSUG610 
1025 IFTR = eTHENTK = 7 : GOSUB 310 :TK = 
1030 GOSUB 230 . GOSUB 490 . GOSUB 51S ; IF 

PEEK {TRK)=LT THEN 1050 
1040 TK= PEEK (TRK) :ST = PEEK (SCT ) ; GOTO 

1020 
1050 HOME ; PRINT TOPYDONE" : END 
5900 DATA 213 ,170 ,150 ,213 .170 ,173 ,218 

,170 ,218 ,170 
5010 DATA 3' CHANGES 
5020DATA0 ,2 .158 ,222 
5030DATA0 .3 ,53 ,222 
5040DATA0 ,3 ,145 ,222 

conLroUer checksums 



1000 - $356B 

1010 - $2544 

1020 - J196E 

1025 - $7AAE 

1030 - i4F37 

1040 - tlA5D 



1050 - SBZIC 

5000 - S6447 

5010 - J15AC 

5020 - $0BDE 

5030 - $C561 

5040 - iF048 



i 
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Frogger 



by M. M. McFadden 



Sierra On-Line, lac. 

36575 Mudge Ranch Road 

Coarsegold, CA 93614 

RequJremenu: 

Computer ihal can boot Frogger 
Super Saver ROM 

" . . .Good morning Mr. Phelps. The disk you 
are looking at is Frogger, whose copy 
protection scheme has prevented it from 
working with some disk drives. Conventionu! 
nibble copying techniques have been unable to 
copy it successfully. Your mission, should you 
decide lo accept it, is to defeat the copy 
protection, mating the game playable by 
everyone. This recording will sclf-dcstnict in 
five seconds. Good luck, Jim." 

Boom. 

One day. a friend of mine told me that his 
version of Frogger reftised to work with his disk 
drive. I tried booting the disk on my system, 
and saw the following: 

SPRIADISC (TM) SVSTEM (C) 1982 BITORKS 

The drive head then made a peculiar sliding 
sound across the disk, and finally the title page 
came on. I knew from previous experience tliat 
the sliding sound was associated with a copy 
protection scheme known as "spiraling" or 
"track arcing," which uses a mixture of 
quarter-tracking and synchronization that is 
almost uiicopyable. 

With nibble copying impossible, the next 
thing to try was boot code tracing. After a few 
minutes, I realized that it would be an exercise 
in futility. Someone did one heck of a nice job 
writing confijsing code, Tliis left only one 
option. 

When Frogger boots, the entire game is 
loaded into memory, and never needs to access 
the disk again (except to load the title screen 
after each game). This means that we can make 
the game into a slandttrd DOS 3.3 binary file 
without too much difficulty. 

A memory map for Frogger looks like this 
(all numbers in hex); 

$0000-02FF: zero page, stack, input buffer 
(unused by Frogger) 



$03flB-(J3FF: hi -res character generator 

(HRCG) 
$(iWtM-07FF: character .sec for the HRCG 
$0800- IFFF; unusetl 
S20OO-3FFF; hi-res page 1 (not used until game 

begins) 
$4000-BFFF: main code for Frogger with a 
few, small open spaces 

This memory map shows several problems. 
First, the hi-ies character sel resides on the text 
page. It will have to be moved, and the HRCG 
modified accordingly. Second, the code from 
S'960(fl-$BFFF wUl have to be moved, since tliat 
is where DOS normally resides. Fonunaiely. 
the folks at Sierra On-Linc have left a rather 
large open space from S800-$3FFF. Here's the 
battle plan: move $9600-$BFFF out of harm's 
way to $16O0-$3FFF, and then move the 
HRCG and character set from S(MW)-S07FF to 
S11W-S15FF. This leaves a space al $1W0 
where wc can put a nice title page and the 
routines which will relocate the code. 

With Super Saver ROM active, boot 
Frogger. Press Reset and then a colon to save 
llie lower memory (from $O0O0-08FF) at 
$2000-2BFF. Now, we'll make a few quick 
modifications. 

I said before that the code was extremely 
confusing. For example, look at the listing of 
SB4M (listing #1). 1 would have had a ratlier 
difficult time decoding this, except that I came 
across it once before in Maze Craze 
Construction Set. Our first modification will be 
to deactivate the Frogger DOS routines with 
$B41B:20 2F FB, so that instead of loading the 
title page, it will instead show the text page. 
Our next problem is the hires character set, 
which was moved from text page one to $24fl0 
by die Super Saver ROM. Wc would like to put 
it at S12M, so modify the HRCG to recognize 
this new location with $2347:12. 

Since we will not be loading the title screen, 
there won't be any instruction regarding what 
key to hit to start the game. So at $1000, we'll 
enter a short routine that will: 

a) Relocate all of the code tfiat we have moved, 
and 

b) Show the keys to hit to start the game. The 
code is listing #2, 

Al! wc have to do now is move some code 
around, boot up a slave disk, and BSAVH it. 

Step by Step 

1) Initialize a new disk, and delete the Hello 
program. 

INTT IfFJ.LO 
DELETE HELLO 

2) Remove the blank, insert Frogger, and boot 
it. 

PR#6 

3) When the menu appears, hit Reset and a 
colon (:), 

4) Mi^e some modifications, 

B41B:2e 2F FB 
2347:12 
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5) Move the volatile stuff to their new locations. 

liefl<23e8.27FFM 
l6(»<96ee.BFFFM 

6} Put the slave disk in the drive, and boot it. 

6 (BPl 

7) Enter the menu at $1000 (sec the hexdump, 
listing #3) 

8) DOS nyrmally doesn't allow jou to save a 
program that is larger than S7FFF bytes. Fix 
tliis with; 

AV964:FF 

9) Save the game 

: BSAVE FROGGER, A$ie»e, L$86»fl 

10) Try it! 
100«G 

Normally you would hit the space bar, the 
title page would appear, and you would then 
hit <SB>, J, or D, So, immedisiely after you 
BRUN FROGGER, hit the space bar. It will 
try to load the title page, and then wait for 
another keypress. Sorry for the inconvenience. 

Well, that's it. An extremely complex copy 
protection scheme shot down in tlaroes by 
changing four bytes. I guess they'll never learn. 
Bye. *** MISSION ACCOMPLISHED *** 

Listing #1 
$6400 



B401: 

B403 

B406 

6409 

B40A 

B40S 

B40O 

B40F 

B4i2: 

B413: 

8415: 

B4ia; 

B41B; 

B41E: 

S421: 

B423; 

642 S: 

B42B: 

B429: 



PHP 

m\ 

JMP 
JMP 

TYA 
PHA 
LDX 
LDA 
STA 
OEX 
BPL 
JSR 
LDA 
JSR 
JSR 
LDX 
LDA 
STA 
DEX 
BPL 



SB404 note how it branches to 
$01D0 middle of this statement 
$4eSA 



$00, X 
$B4C0,X 



IB40D 

JB458 

JA007 

SBG00 

SB468 

#$1F 

SB4C0.X 

S00,X 

$B423 



exclusive-ors the code 
at JBB00, which has 
hidden disl< routines 

it is exclusive-ored 

again, re-hiding it 



Listing //2 
Frogger menu listing 



002: 
005; 



00E 
011 

014 
016 

013 
01B; 



LDY #$00 
LDA $1600 
STA $9600 
INV 

8NE $1002 
INC SI 004 
INC J 1007 
LDA 11007 
CMP f»SC0 
BME $1002 
LDA $1100 
STA $0300 



move $1500-3FFF 
to $9600 



101t: INV 




101F: BHE S1018 




1021: JSR SFC58 clear the screen 


1024: LDA $1038. Y print the menu 




1027: BEQ 5102F 




1029: JSR SFDF0 




I02C: INY 




102D: BNE $1024 




I02F; JMP $4003 Start Frogger 






Listing #3 






Menu Hexdump 




1000 


A0 00 B9 00 16 99 00 96 


t8A50 


1008 


C8 D0 F7 EE 04 10 EE 07 


$6F35 


1010 


10 AD 07 10 C9 C0 D0 EA 


I598A 


1018 


eg 00 11 99 00 03 CS D0 


$1B5D 


1020 


F7 20 58 FC B9 38 10 F0 


$5CE3 


1028 


06 20 F0 FD C8 D0 F5 4C 


$2636 


1030 


03 40 00 00 00 00 00 00 


$1737 


1038 


8D 8D 3D 8D 8D A0 A0 A0 


$8868 


1040 


A0 A0 A0 A0 A0 A0 A0 A0 


$7BE8 


1048 


A0 A0 C5 A0 D2 A0 CF A0 


$ECC9 


1050 


C7 A0 C7 Ae C5 A0 D2 SD 


$ACAA 


1058 


8D 8D A0 A0 A0 AS A0 A0 


SCB8F 


1060 


A@ A0 03 D0 CI C3 C5 A0 


$8DB7 


1068 


C2 CI 02 A@ BD A0 D5 03 


SB9FE 


1070 


C5 A0 CB C5 D9 C2 CF CI 


SC98D 


1078 


D2 C4 8D 8I] A0 A0 A0 A0 


SDDD0 


1060 


AG A0 A0 A0 A0 A0 A0 A0 


SCDD0 


1088 


A0 A0 A0 A0 CA A0 BD A0 


$6865 


1090 


D5 D3 C5 A0 CA CF 09 03 


S9;5F 


1098 


04 C9 C3 CB 80 8D A0 A0 


$76AE 


10A0 


A0 A0 A0 A0 A0 A0 A0 A0 


S164E 


10AS 


A0 A0 A0 A0 A0 A0 C4 A0 


S8CCA 


1060 


BD A0 C4 C5 C6 C9 CE C5 


S65EF 


10B8 


A0 CB C5 09 D3 00 


S8C58 



i 



move $1100-11FF 
to $300 
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(Save On Softi^are) 



Title 

Zl Beneaih Apple DOS (Book) 
D Beneath Apple ProDOS (.Bwkj 



Publisher 



QLiality Software 
Quality Sul'twaie 



Price Qty 



$16,00 
$16,00 



Total 
Cost 



D GltihjJ Program Line Editor Beagle Bros 

n Magic Wnidow // {specify || or /7e) Artsci 

n Dag ot Tricks 11 Quality Software 



!dyWVf^ 



D Aiiiazuii 

D Bcyuiid Ca^Uc Wolfcnylein 

D Borrowed Time 

n Computer Prep tbr SA T 

D Gho<;tbListers 

D Great American Road Race 

□ Homeword Word Processor & Speller 

(I28K) 

D Mychcss 11 

n Silent Service 

n Speed Keader || 

□ Story Maker 
D Swashbuckler 
G The Newsroom 
D Winter Games 
D Wizardry 



Spinnaker Software 

Muse So ri ware 

Acti virion, Inc 

llarcourt, Brace 

ActiviKion, Inc 

Activision. Inc 

r 

Sierra On-Line 

Dataniosi 

Microprose 

Davidson & Assoc. 

Scholastic 

Datamost 

Springboard 

EPYX 

Sir-Tech 



^**Shipping & Handling (yjer order) 
"•^Foreign orders, please inquire as to correct shipping fees. 



Name 



$35.25 
$39,75 



$12.75 

S24.50 
$32.00 

%yim 

S55.50 

%\^m 

$27J5 
S49.5t} 
$32.00 
S15.00 
$47.75 
$32.00 
$39.75 



Total 



$3,00 



.ID#. 



Address 
City _ 



State 



Zip 



Counirv 



Phone 



Exp,. 



Signature . 



XP41 



To order, complete order form and mail to: 
COMPUTIST PO Box 110937 SOS Tacoma. WA 9S4n 

Offer good while supplies last. Washington residents add 7,8% sales tax. Foreign orders inquire 
as to appropriate shipping and handling fees. Limited offer, expires April 30, 19^7. 
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Tfie Book Of Sofikeys 



Volumes I and 11 



Legends tell of the days when the ancient back issues 
of Hardcore COMFUTIST were readily available to anyone 
who wished to purchase them. Those days may be long 
since past, but the information contained in these ancient 
documents has been diligently transcribed to the pages 
of a modern reference work: The Book Of Softkeys. 

From deep within the CONPUTIST archives comes a 
collection of softkeys originally contained in issues 1 
through 5 and 6 through 10 (B.O.S. Volumes I and II 
respectively). The two volumes also contain some of the 
more useful programs and tutorials presented in those 
early issues. The books make an economical alternative 
to those rare (and unavailable) back issues of Hardcore 
COMFUTIST. 



Volume I: Issues 1-5 



($12.95) 



tontailts sotlkevs for: Akalabelh j Ampermagic | Apple Galax itm | A^te*.- | Bag of Tricks; | Bill Budge's Trilogy 1 Buzzard Bail I Cannonball Bliiz | Casii.o | 
Data Reporter [ Deadline | Disk Organizer U \ Egben II CDiiuini[in;iilii.iris Disk | Hard Hat Mack I Home Accouniani | Homeword | Lancasiei I Magic 
Window n I Multi-disk Catalog i Multiplan I Pest Putml 1 Prisonei' n 1 Sammy LLghtfoot | Screen Writer H I Sneakers | Spy's Demise | St^ircross | Suspended | 
Ultima U | Visifile | Visipiot | Visitrend | Witness | Wizjudry | Zork I | Zork I! | Zork UI | PLUS how-lu urtiuira and program listings of need-to-have 
programs used to make unprotected backups. 



Volume II: Issues 6-10 



($17.95) 



contains softkeys for; Apple Cider Spider | Apple Logo | Arcade Machine | The Artist | Bank Street 'Writer | Cannonball Blitz | Caiiynn Climber | Cavemi 
of Frcitag | Crush, Crumble & Chump | Data Factory 5.0 | DB Master | The Dic^tion-^ary | Essential Data Duplicitior I A HI | Ciold Rush | KrcU Logo 
Legacy of LlylgEmyn | Mask Of The Sun \ Miiiit Man | Mouskattack | Music Construcdon Set | Oil's Well I Piintioia's Bnx | Robotron l Sammy Lightfoot 
Screenwriter 11 v2,2 I Sensible Speller 4.0, •l-Oc, 4.1c | the Spy Strikes Back | Time Zone vl.l | Visible Computer: 6502 | Visidex | Visitcrm | Zaxxon 
Hayden Software | Sierra Online Software | PLUS the complete listing of I lie ultimate c lacking program... Super lOB 1,5 I and more! 



Name. 



_ID#. 



Address 
City 



State 



Zip 



Country. 



_Phone_ 



Exp.. 



Signature 



CP4I 



n Volume I $12.95 + $2 shipping & handling 
D Volume II $17.95 + $2 shipping & handling 
n Both volumes! $25,90 + $3 shipping & handling 
Foreign orders (except Canada & Mexico), please add $5.00 per book shipping 
& handling. U.S. funds drawn on U.S. banks only. Most orders shipped within 
5 working days, however please allow 4-6 wQeks delivery for some orders. 
Washington State orders add 7.8% sales tax. 
Send your orders to: 

COMPUTIST 
PO Box 1 1 0846-T 
' Tacoma, WA 98411 
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piece o f the picture ???!!! 

*■ issue Man Disii Hnrh i- 



'J 



41 
40 
39 
38 
3V 
36 
35 
34 
33 
32 
31 
30 
29, 
28 . 
27 . 
26 . 
2B . 
24 . 
23. 
22 . 
21 . 
20 . 
19 . 
18 . 



Maa Disk Both 
S3.75 $8.95 S12.95 

I.D □ a 



17 



□ □ 

□ □ 

□ □ 

□ □ 

□ □ 

□ □ 
[ 1 □ 

cn □ 

a □ 

□ □ 

1 I I n 

□ □ 

□ □ 

□ □ 
i_j Ln 

□ □ 

- i_i 

□ □ 

• □ 

a □ 

a □ 

• □ 



LJ 

□ 
□ 
I 1 
a 
□ 
a 
tn; 
□ 
□ 
□ 
i:) 
□ 

□ 

* 

a 
□ 

□ 



le 

15. 

14 

13 

12 

11 

lO. 
9. , 
S . . 



□ □ U 



H(«k ul Soitkeys Vol 3 , 



a 
□ 
I I 
□ 



Book of Softkeys Vol '2 
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Core 2 

^5 « > ■ p* ■ ta, • '■' _ ■ ■ 
1 . 

Core t ...... . 

Core 3 

Computing 3 . * 

Best of Hardcore Computing 

Core Special $10.00 . . . 

[All three CQfit magaimes) 



Some disks apply to mara thfln one issue and are sh^WA 

ae lall&i boxes. Spflciaf "Both'' di^k' a magazfne 
Combinalion orders apnly lo ana issufi and tt^ correspondirhif 
disk 

Goqx Of SoFlkey lilias urc insnrfRd for reader' Infotmation 
only Eaicb bool^ coHlaitiii dil uf the sofikny^ eppeanrtg in 
lh5 issuer bslgw the llMe line. Pit^ase con&uti niirreni Booh 
0^ Soltkey ?id for currani pricei^ and uriJLvJng inlormaJion 

%V w^ hava d iiniittjd supply ot these lasues. 
• Back issue is no longer availatite 



COMPUTIST back icScSues and 
library disks are frequently . 
referenced in current issues. 

Some back issues are no longer available, but 
library disks can still be purchased for all back issues. 

What is a library disk? 

A library disk is a diskette that contains programs that would 

normally have to be entered by the user. Documentation for 

each library disk can be found in the corresponding issue. 



Hares for foreign Orders 



• Canada ai.d Mexico rates are idendcal lo U.S. First Class unless oUterwise specified. 

• Other Foreign Bat:k Issue Rates; SI 2,25 9ach. (includes shipping) 

• Other Foreign Librai-y Disk latfts: $11 94 aach. (includes shipping). Special "Both" disk and 
magazine combinations shown do NOT api.ijy lo Foreign orders. 



Send me the back issues and/or library disks indicated: 

Name 



_ID#_ 



Address 



State 



Zip 



Phone 



Exp.. 



City 

Country 

Signature . CP41 

Send chnnk orm on ey order to: COMPUTIST PO Box 1 10846 T Taqnma, WA 93411 
Mnnt. nrdsxr, are shipped within 5 workincf tlayi., hawevsr please allow 4-6 weeks delivery for some 
orders. Most orders siiipped UfS bo pfeasa uKt; atrnpt nridresB. Offer good while supply lasts In 
Washington slate, add 7.8% sales Lax U.S. funds diauin on U.S. bank only. 



1 ^ Siiftki'ys I The Print Slinp | Crossword Magic I The Standing Stones | Beer Him | 
Sliyfox I and Random House Disks | Feaiun-s \ A U'utorial For Disk Inspeaion and tlie Use Of 
Sups: lOB I S-C Macro Assembler Directives (reprint) Core \ The Graphic Grabber For The Print 
Shop I Ttio r.oijti Catalog Arranger Part Two I :; 

iM Sofike\'s I Zaxxon | Mask of the Sun | Crush Crumble St Chomp I Sntilte Byte i DB Master I 
& Mouskattaok | FfdUiin I Ivlaking Liberated Backups That Retain Their Copy Protecl.ioii 1 S-0 
Asserabler: Review | Disk Directory DesiRmer | Core \ COREfiler; Part 1 | Upper & Lower Case 
Output for Zork , 

^X. Ultima II Character Editor | Soflkeys \ Ultiiria 11 | Witness | Prisoner 11 1 Pest Patrol | 
Adventuie Tipa lor Ultima 11 & III | Copy 11 Plus PARM3 Update. 






Softkeys \ Adventure Writer | Mydiess H 
Raster Blaster ' Readm' Sofikeys \ Cranston Manor | 
GhostbusKrs | Designer's Pencil | E-Z Learner | The 
American Challenge | Crime Wave | Encyclopedia 
Britannia Programs | Featum | Taking the Wiz out of 
Wizar[lr>' [ Adding a Printer Card Driver to Newsroom | 
Core I The Games of 1986 1 



Mfe\'j- 1 MKil/8 Plus I Humeword v2, 1 | 
Bortuwd Time ] Amazon | Speed Reader ][ | Readen' 
Sofihya I Discovery! | M-ss-ng L-nks series I Donsld 
Duels 's Playground | Mastering the SAT | C.np\ [[Plus 
4.4C I Master of the 1 jmps 1 One on One f Bridge 
Baron [ A.E. \ Great American Cross-Country Road 
Race I Computer Preparation for the SAT | Castle 
Wolfenstein [ Liisoher ftofile | Skyto\ \ Silent Service I 
Eclio Plus I Swaslibuckler \ Rardamn | Features I 
Electronic Disk Drive Swapper 1 Ahtising the 
Epilogues I Prim Shop Companion'.'; Driver Game | 



Core 
Disk 



Keyboard Repair | Fixing the 
Hints I Carmen Sandiego 



Sofikeys \ Cvclod | Alternate Realty | 
Boulder EJash 1 & U ] Hard Hal Matk (Revisited) | The 
Other Side | Ri-udm' Suflkm \ F-15 Strike Eagle 
Championship Lode Runner | Galo V 1.3 1 1, Damiaiiii 
Wilderness | Golf's Best | Femur fs \ The 
Enhanced/ Unenhanced lit \ Looking into Flight 
Simulator's DOS 1 Core \ Appavaicx | lnstalln\g a RAM 
disk into D0S3..1 I 



Sofikew I Under Fire | Pegasus j[ I Take 
1 (revisited) | Flighl Simulator E vl.05 (part 2) I 
Retder^ ' Softkeys \ Magic Slate | Alter Ego | 
Rendezvous [ Quicken I Story Tree | Assembly 
Language Tutor i Avalon Hill games | Dark Crystal 
Femres | Playing Karateka on a //c I Track Finder 
Sylk to Dif I Core \ Breaking In: lips for beginners 
Copy ][ Plus 6,0: a review [The DOS Alterer | .. 



Siiftkeys \ Flight Sijmlator II v 1.05 
AutoDuel I Realign' Softkeys \ Critical Reading 
Trnll's Tale I Robot War | General Manager 
Plasmania | Telarium Software I Kidwritcr vl .0 | Color 
Me I Features \ ScrecnWriter meets Flashcard i The 
Btis Monitor | Mouatpainl for nun -Apples | Cwre' | The 
Bard's Dtessing Room | ,4/h'aiiced Pbying Techniques \ 
Championship Lode Runner | 



Sofikeys | Hi-res Cribbage | Olympic 
Decathlon | Revisiting F-15 Strike Eagle | Masquerade '. 
The Hohbit | Readers' Safikeys | Pooyan I The Perfect 
Score ! Alice in Wonderland | The Money Manager I 
Good Thinking | Rescue Raideis | Feuturt I Puttmg a 
New F8 on Your Language Card | Corf | E;iploring 
ProDOS by instaling a CPS Clock Driver | 



Sofikeys \ Cnsis Mountain | Terripiii 
Logo I Apple Logo II | Fisiiies 1.0 | Spell Works | 
Gumball | Reaikrs Sofihys \ Rescue at Rigel | CraKy 
Mazey | Conan | Perry Mason: The Case of the 
Mandarin Murder j Koionis Rift | Fmure I More ROM 
Running | Core \ Infocom Revealed | 



Sofiksyx Word Juggler | Tmkl Tonk! 
Sundog v2.0 I Gi. loe & Lucas Film's Eidolon | 
Summer Games 11 1 Thief | Instant Pascal | World's 
Greatest Football Game | Remim ' Sofikeys \ Graphic 
Adventure #] | Sensible Grammar & Extended 
Bookends 1 Chipwits | Hardball | King's Quest 11 1 The 
World's Greatest Baseball Game | Feamre \ How tu be 
the Sound M;isier | Cure | Tlie Mapping of Ollinia IV | 



Sofikeys \ Revisiting Music Constraction 

Set I Cubit I Baudville Software! Hartley Software | 
Bridge I Early Games for Young Children | Tawala'<; 
Last Redoubt i Readers ' Sofikeys \ Print Shop 
Companion | Krackmg Vol II i Moebius | Mouse 
Budget, Mouse Word & Mouse Desk | Adventure 
Construction Set I Feature I Using Data Disks With 
Mierozines | Core \ Super lOB vl.5 a Reprint | 

^S 1 Sofikeys | Trivia Fever f The Original 
Boston Computer Diet | Lifesaver | Synergistic 
Software | Blazing Paddles | Zardax | Readers' 
Sofikeys \ Time Zone i Tycoon ( Earthly Delighti 
Jinele Disk I Crystal Caverns I Karate Champ 
Femiire \ A Little Help Willi The Bard's Tale | Core 
Black Boi I Unrestricted Ampersand | 



Sofikeys [ Millionaire | SSI's RDOS ] 
Faniavision | Spy vs. Spy | Dragonworld | Readers' 
Sofikeys \ King's truest | Mastering the SAT | Easy as 
ABC 1 Space Shuttle | The Factory | Visidwi I.IE I 
Sherlock Holmes | The Bards Tale | Feature \ 
Increasing Your Disk Capacity I Core | Ultimaker IV, 
an UllinM IV Character Fjiitnr I 



Sofikeys \ Threshold | Checkers v2,l | 
Mierotype : Gen. & Organic Chemistry Scries | Uptown 
Trivia | Murder by die Do^en | Readers' Sofikeys \ 
Windham's Classics I Ballet Up | Evelyn Wood's 
Dynaniic Reader | lemiy of the Prairie I li!arn About 
Sounds in Reading | Winter Games | Feature \ 
Customiiiine the Monitor by Adding 65C02 
Disassembly] Core \ The Animator | 



Sofikeys \ Ultima IV I Robot Odyssey | 
Rendezvous | Word Attack & Classmate j Three from 
Mindscapf | Alphabetic Keyboarding | Hacker | Disk 
Director | Lode Runner | MIDI/4 | Readers ' Sofikys \ 
Algebra Series | Time is Money | Piistop H [ Apventure 
to Atlantis | Feature \ Capturing the Hidden Archon 
tiditor I Core I Fingerpnnl Pius: A Review | Beneath 
Beyond Castle Wolfenstein (pan 2) I 



Safike.yi | Microiines 1 -5 | Micrnzines 
7-9 I Microzines (alternate method) | Phi Beta Filer I 
.Sword of Kadash | Readers ' Sofikeys 1 Another Miner 
204t>cr I Learning With Fuzzywomp | Bookends 
Apple Logo D I Murder on the Zinderneuf ! Features 
Daleks: Exploring Artificial Intelligence | Making .12K 
or 16K Slave Disb 1 Core \ The Game.s of 1985: pan 
III 



Sofikeys \ Cannonball Blitz | Inslanl 
Recall I Gessler Spanish Soft wan; ! More Stitkybears | 
Readers' Sofikevi \ Financial Cookbook ! Super 
Zaxxon I Wizardry! Preschool Fun | Holy Gralll 
Inca I 12SK 7a!: son j Feature | PrnTidit | Core ' Games 
of 19115 pan 1 I 



Sofikeys \ DB Master 4.2 | Business 
Writer I Barron's Cjompuler SAT ! Take I | Bank Street 
Speller I Where In The World Is Carmen Sandiego I 
Bank Street Writer 128K | Word Challenge | Readers' 
Sofikeys | Spy's Dctnisc | Mind l^obcr | BC's Quest For 
Tires | Early Gaines I Homcword Speller | Feature | 
Adding IF THEN ELSE To Applesoft | Core \ DOS To 
ProDOS And Back I 



Sofikeys \ Electronic Arts software | 
Grolier software | Xyphus 1 F-15 Strike Eagle | injured 
Engine | Readers' Sofikeys | Mr. Robot And His RoLiot 
Factor)' | Applecilllii II [Alphabet Zoo | Fad!oms40 | 
Story Maker I Eariy Games Matchmaker | RoboLS Of 
Dawn I Feature i Essential Data Duplicator copy 
parms | Core \ Direct Sector Access From DOS | ., 



Sofikeys | Miner 2M9er | Lode Runner | 
A2-PBI Pinball | Readers' Sofikeys \ The Heist ] Old 
Ironsides | Grandma's House | In Search of the Most 
Amazing Thing | Mnrioc's Tower | Marauder | Satgon 
DI I Feati4res f Cusifflnized Drive Speed Control ! Super 
lOB version 1.5 1 Core I The Muctd System I 



Sofikeys \ Sargon IH | Wizandry: Provina 
Grounds of the Mad Overlord and Kni^t of Diamonds 
Reader ' Si?fikeys \ The Report Card V 1 . 1 | Kidwriier 
Feature \ Apple ][ Boot ROM Disassembly | Core I The 
Graphic Grabber v3.0 | Copy 11 -I- 5.0; A Review | The 
Know-Drive; A Hardware Evaluation i An Improved 
BASIC/Binary Cuinbo | 

1^9 Readers' Sofikeys \ Rendezvous With 
Rama | Peachtree's Back To Basics Accounting System | 
HSD Statistics Series \ Arithmetickle | Arithmekickiand 
Early Games tor Children | Feutures \ Double Ymi 
ROM Space | Towaids a Belter F8 ROM | The Nlbbler: 
A Utility' Progtam to Examine Raw Nibbles From Disk I 
Core I The Games of 1984: In Review-pan H j ..... 

1 G Sofik^y I Sensible Speller for ProDOS 
Sideways ! Read^u'Sofikeys \ Rescue Raiders I Sheila 
Basic Building Blocks | Artsci Programs | Crossfire 
Feature I Secret Weapon; RAMcard | Core \ The 
Controller Writer | A Fix For The Beyond Casde 
Wolfenstein Softkcy | The Lone Catalog Arranger 
Part 1 I 

1 Sofikys I Data Repottet | Miiltiplan I ?ork I 
Features \ PARMS for Copy II Plus | No More Bugs | 
APT's for ChoplifterA Cannonball Blitz j 'Copycard' 
Reviews \ Replay | Crackshot i Snapshot ! Wildcard | 

CORE 3 Games: 

Conslitictiug Youf Own Joystick | Compiling Games | 
GAME REVIEWS: Over 50 of the latent and besi | Pick 
Of The Pack: All-time TOP 20 games | Destructive 
Forces | EAMON | Graphics Magician and 
GraFORTH | Dragon Dungeon | 

CORE 2 Utilites: 

Dynamic Menu | High Res: Scroll Demo | GOTO 
Label: Replace i Line Find | Quick Copy: Copy | ,. 



1 ...Graphics: 

Memory Map | Tex I Grapliics; Marquee I Boxes 
Jagged Scroller | Low Res: Color Character Chan 
High Res: Screen Cruncher | The UFO Factory 
Color I Vector Graphics: Shimmering Shapes | A Shape 
Table Mini-Editor | Block Graphics: Arcade Quality 
Graphics for BASIC Ptogrammers I Animation | .... 

Hardcore CompuUno 3 

HyperfWS Creator Menu Hello | 7ypnyr Wars | 
Vector Graphics j Review of Bit Copiers | Boot Code 
Tracing | Softkcy lOB 1 Interview with 'Mike* 
Msrkkula I 
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. How about ALL of our Super lOB controllers, 
(through 1986) in ONE package! 

. '' ' • 

This package contains: 

K TWO DISKS (supplied in DOS 3.3). Each containing at least 60 Super I08 Controiiors including the standard, swap, 
newswap and fast controilers. In addition, each disk has theCsaver program from COMPUTIST IMo. 13; version 1,5 of 
Super lOB; and a Menu Hello Program that lists the available controllers and, when you select one, automatically installs 
it in Super lOB and RUNs the resulting program.* 

>- A reprint of Disk Inspection and the Use of Super lOB, from COMPUTIST No. 1 7. This article explains how to write 
your own Super lOB confrollers. 

*- COMPUTIST No. 32, which contains an extensive article detailing ttie hows and whys of Super lOB v1 .5 and at least 
5 articles using the new Super lOB program. 

• Several of the controllers deprotecl the software completely with no further steps. This means that some programs 
are only minutes away from deprotectton (with virtually no typing). 

• The issue of COMPUTIST in which each controller appeared is indicated in case further steps are required to deprotecl 
a particular program.** t^ , - 



Diski 



Volume 1 of the Super lOB collection covers ail the 
controllers appearing in COMPUTIST IMo. 9 ttirough No. 
26. In addition, the newswap and fast controllers from 
COMPUTIST No. 32 are includgd. Ttie following 60 
controllers are on volume 1: 

AdvaiiL-cU Blackjack. .Alphabet Zoo, Arcade Mactiine, 

Arthpn Jl. Arclion. Artsci Soft ware. Bank Streer Writer. 

Barrons SAT. Beyond Castle Wolfenstein, BSV/ //c 

Loader. Castle Woltcnsltin. Computer PrRp;ir;nion: 

SAT. Dazzle Draw. DB Ma.iiier 4 Plii.s. Death in the 

Cijrribcan. Dino E^gs. DLM Software. Electronic Ar1i>, 

F-15 Strike Cagle, Fast Controller, Fathoms 40. 

Financial Cookhook, Gessler Software. Grandma's 

House. The Heist. In Searc^h of the Most Aniu.iing 

Thing. Instant Recall. Kidwriter. Lions Share. Lode 

Runner. Ma.sieriype. Match Maker, Miner 2049er. Minil 

Man, Mufplot. Newsroom, Newswap t;ontroller. Pcnpuin 

.Software. Print Shop Graphic Library. Print Shop. 
Rendezvous with Rama. Rockys" BooLS, Sargon III. Sea 

Dragon. Shiela, Skylux. Snooper Troops. Standard 

controller, Stuneware Software. Summer Games. Super 

Controller. Super ZaxKon, Swap Controller. TAC. 

Ultima III. Word Ctiallenge. XyphUif. Zaxxon 



Disk 2 



Volume 2 of the Super lOB collection covert; all the 

controllers appearing in COMPUTIST No. 27ttirQugti No. 

38. The following 65 controllers are on volume 2: 

Alice in Wonderland. Alphtibciic Kcyboarding. ."Mtcrnate 

Reality. Auloduel. Checkers, Chip wits, Cbtar Me. 

Gonan.data, Conan.prog. Copy DOS. CrisiK Mountain. Disk 

Director. Dragon wo rid. Early Games. Easy as ABC. F-15 

Strike Eagle. Eantiivision. Ea.si com roller. Fishies. 

Flight Simulator. Ilalley Project, Hartley Softwaie (a), 

Hartley Software (b). Jenny of the Prarle. Jiiigle Disk, 

Kidwriier. Kracking Vol II, Lode Runner. LOGO 11 (a). 

LOGO II fh). Mafsquerade. Mastering the SAT, Microtype; 

The Wonderful World of Paws. Microzines I . Mtcrozincs 

2-5. Miner 2049er, MisI & View to a KilL Murder on the 

Zinderneuf, Music Construction Set, Newswap controller. 

Olympic Decathlon. Other Side. Phi Beta Filer. Piistop II. 

Print Shop Companion, RDOS. Robot War. Spy vs Spy. 

Standard controller. Sundog V2. Swap controller. Sword of 

Kadash. Synergistic Software, Tawala's last Redoubt, 

Terripin Logo. Threshold, nme is Money. Time Zone, 

Tink! Tonk*. Troll "s I ale. Ultima IV. Wilderness, Word 

Attack & Classmate. World '.s Greatest Baseball. 

World's Greatest Eooiball 



In Order: Send %^S)5 for each disk or ^I9.9.i for a complete package. Most orders are shipped within .S working d.ivs. however allow 4-6 
weeks delivery for some orders. U.S. funds drawn on U.S. banks. Foreign orders (other than Canada or Mexico) add 20% shippitig. Washington 
state residents add 7,8% sales tax. Mail orders to: Super lOB Collection PO Box I 10846-T Tacoma. WA 98411 
*Requires ai least 64K of mcmory. 

**A!though some controllers will completely deprotectthe program they were designed tor. some will not and iherelore require their correspond in i; 
issue of COMPUTIST to complete the deprotcction procedure. 
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